


CHASE H.Q. 
MOONWALKER 
GHOSTBUSTERS II 
GHOULS AND 
GHOSTS 
BEVERLY HILLS 
COP 

HOSTAGES 
AND MANY MORE! 


0 74470 12128 2 


ELECTRONIC 

VISIONS! 


Word Processing 
for the C64 


INGENIOUS 

INPUTS 


VOICE 

ACTIVATED 

TECHNOLOGY 


VI* C64 Word Processors, I III! 

** 5 Great Commodore Printers, mBaamm 

Plus loads of Retrograde Goodies from Thalamus! 













































































OVERSEAS MEDIA DISTRIBUTORS LTD 

|S3SD 


OVERSEAS MEDIA DISTRIBUTORS LTD 


OM HOUSE, 

139-141 DOMINION ROAD, 
GLENFIELD, LEICESTER LE3 8JB 


TELEPHONE: 

FACSIMILE: 


[0533] 

[0533] 


S 7 7 73 3 
873SS9 



MINIMUM ORDER VALUE £7.50 


• TOP QUALITY • CERTIFIED 
• GUARANTEED •100% ERROR FREE 
LABELS SUPPLIED 


50 


100 


200 


500 


DSDD 135TPI 

£ 19.50 

£ 33.50 

£ 59.50 

£ 115.00 

£ 247.50 

SONY BULK 
DSOD 135TPI 

£ 22.50 

£ 38.50 

£ 68.50 

£ 129.00 

£ 269.00 

BUY 200 DISKS AND GET A FREE - 

100 CAPACITY STORAGE BOX 



CHOOSE FROM 
SONY OR 
VERBATIM 



1 BOX 

3 BOXES 

£ 13.90 

£ 12.90 

5 BOXES 

10 BOXES 

£ 11.90 

£ 10.90 


Price per box of 10 disks 




3Y2 


3V: 


3 V: 


3 V: 


xIO £1.95 
x 50 £6.75 

x 100 £8.90 
x 1 20 £9.90 


• LOCKABLE • ANTI-STATIC 
• SMOKED LID 


• LOCKABLE 

• STACKABLE 

• IMPACT 
RESISTANT 

Holds 150 disks 

£ 24.50 


3/2 " EXTERNAL DISK DRIVES 



• AVAILABLE FOR AMIGA OR 
ATARI-ST 

• FULLY COMPATIBLE 

• SLIMLINE DESIGN 

• 1 MEG UNFORMATTED 
CAPACITY 

•12 MONTHS WARRANTY 


NEC DRIVE £79.00 
CUMANA £85.00 


MANUAL DATA 
SWITCHES 


All metal case with rotary switches. 
Available in RS232 and Centronics. 

2 WAY £ 15.50 

4 WAY £ 24.50 

x OVER £ 22.50 


DUST COVERS 


• GOOD QUALITY • ANTI-STATIC 
ATARI 520/1040 ST FM £ 5.50 
AMIGA 500 £ 5.50 

PRINTERS (please specify) £ 4.50 


PRINTER CABLES 

AMIGA 500/ATARI ST £ 6.90 
CENT/CENT 36M/36/M £ 8.50 
RS232 M/M £ 8.50 

RS232 M/F £ 8.50 



COMPATIBLE PRINTER RIBBONS 


Amstrad 8256/LQ3500 

£ 3.90 

NEC P2200 

£ 4.50 

Amstrad DMP 2000/3160 

£ 2.75 

Panasonic KXP 1081 

£ 4.50 

Amstrad DMP 4000 

£ 4.50 

Panasonic KXP 1124 

£ 7.90 

Canon PW 1080 

£ 4.25 

Shinwa CP 80 

£ 4.50 

Citizen 1200 

£ 4.25 

Star NL10 

£ 3.90 

Epson LQ 800 

£ 3.90 

Star LC10 

£ 3.90 

Epson LX 80/86 

£ 2.90 

Star LC10 Colour 

£ 7.90 

Epson MX/FX/RX80/ 
FX/LX800 

£ 2.90 

Star LC24-10 

BUY 10 GET 1 

£ 4.50 

FREE 


MANY OTHERS AVAILABLE - PLEASE CALL 


LISTING PAPER Wm 

11 x9Vi" 60GSM B 2 ° 0 x 0 q £ 15.90 

PERFECT A4 85GSM £ 13.90 

COMPUTER LABELS | 

• SELF ADHESIVE • TRACTOR FED 

Packed 2000 3'h " x V/ie" £11.90 

1, 2 or 3 across 4"x1 7 /i6" £ 12.90 


MONITOR STAND 




HOLDS 14" MONITOR £14.50 

All monitor stands revolve 
360° and tilt up to 25° 



With 

adjustable 

arm 


80 Column 

£13.50 

132 Column 

£19.50 



SUPER 

MOUSEPAD 



DIMENSIONS 

270x220x6 


£ 4.90 


LC10 £ 169.00 

LC10 COLOUR £ 219.00 

LC24-10 £ 269.00 

EL 3 

PRINTER CABLE 
+ BOX OF PAPER 
WORTH 
£ 23.80 

£3 HOW TO ORDER ^ 

CREDIT CARD + 
Telephone us on 
(0533) 877733 (24 hrs) 
to place an order 

★ CHEQUE ★ 

Please make your cheques 
payable to: Overseas Media 
Distributors Ltd. 

All orders received by noon 
are despatched same day. 

If you require goods urgently 
they can be despatched for 
next day delivery for £7.50 


£ 269.00 



















































































































STAR BUSTERS 


, Commodore 

** AMiOkMQfr 


SAVE OVER 
£300! 
ONLY 


A501 

fa / f Jr 4- 

RAM Expansion. SAVE £20, 

only £115 


JSs^ 


Z"'> 


Star Pack: Amiga A500. Modulator. Ne^^gtari5^QJpl^geptor. 
Deluxe Paint II. Batman the Movie. No Excuses. Powerpra|(ytaicJpfalfminator. 
Exelon. Custodian. Nebulus. Hellbent. Quasar. Backlasl^Bafond Zork. 
Modulator. Very Rrst Tutorial. Workbench 1.3. Basic. Extras and manuals. 


Jp 1 Commodore 64 . 
WV star-pack^ 

ONLY £129 

C-64. Cassette Recorder. Light Gun. 3D Glasses. Time Traveler. 
Gangster Town. Army Days. Mike Reids Pop Quiz. Batman the 
Caped Crusader. Introduction Tape. Typing Tutor. Music Creator, 
Art Package. Shool-em-up Construction Kit. Combat School. 
Hypersports. Platoon. Rambo III. Robocop. 




We are Authorised dealers for most makes of Computer products. Please phone for more info. 

PPC 512 

, :V pofeveO' v 




Jful 

JAN / 

| IN i 


ruA ^ o\\0^ e Jfull range of 

^ e \d Y ■—™ 


AMSTRAD AVAILABLE. 
STOCK FOR XMAS! 


ONLY £379 

SAVE mO’s!!! 


SAVE £100 on this 

ONLY £149 


HURRY! 


ONLY 66 LEFT IN STOCK! ^ 

The Commodore MPS 1230P Printer features both Serial arTckgaratiel 
ports. IBM & Epson compatability. This versatile printer will hook-Up to 
almostany computer system. This printer usually sells for £249 + VAT. 



Our Promise! 


We pride ouq 
enjoyed botl 
the past 
Comput< 


Jhe reputation that we have 
r mail order sectors for 
THE most efficient 



Usually all g< 

(Or the same <J 
delivery will be charged 


We know that you won’t be di ssapointed by our 
service...TRY US! v^CHECK OUT/ 

ALL PRICES EXCLUDE VAT. APP_£3 PER ITEM FOR DELIVERY. E&O.E. 




STAR UK 

BUSINESS COMPUTERS LTD 


ITEL: 0224 593024 




Home Computer Centre: 50 Bridge Street. Aberdeen. AB1 2JN3*f 
Tel: 0224 593024 / 571230 / 574446. FAX 0224 647796 
Business Computer Centre: 9-11 Rosemount Place. Aberdeen. AB2 4UX. 

Teh 0224 646206 
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Dear CCI Reader, 


The number^ game is very important to 
us. We demand measurement through 
much of our lives. So many shopping 
days to Christmas...51 Vietnamese de¬ 
ported against their will... the price of 
the house fell from £150,000 to 
£120,000...8240 (?) kilometres from 
Moscow to Washington...5 billion peo¬ 
ple in the world... It is as though we are 
best,perhaps only,able to establish and 
validate our reality statistically. 

Commodore recently joined in the 
numbers game by announcing,with 
some justifiable pride, that the 
200,000th Amiga has been sold in the 
U.K. - and that the 2,000,000th Amiga 
will be shipped (or more probably 
trucked) early in 1990. It took three years 
to reach that 200,000 figure in the UK - 
with the largest part coming in the last 
year. 

In the same twelve months,in the 
U.K., CBM sold in excess of 200,000 
64’s- something like 150,000 of them in 
six weeks or so before Christmas.With 
figures like that, the 64 could rightly 
claim,as Mark Twain did when he saw 
his own obituary in a newspaper, "Re¬ 
ports of my death have been somewhat 
exaggerated." 

Maybe CBM’s reticence on the 64 
success is because measured against 
the 8 or 9 million already sold another 
few hundred thousand may not seem to 
add up to much; whereas selling the first 
200k of anything is clearly an achieve¬ 
ment. 


Yet does the numbers game really 
have that much importance?Well,the 
answer is yes...and no. For a company 
like Commodore selling a lot is not just 
important but possibly vital. It brings 
"the economies of scale" - in other 
words, mass production cuts costs. 
They need to sell more to cut the costs 
and get the price down so that they can 
sell more to cut the costs and get the 
price down so they can sell more...The 
more they sell, the stronger the position 
with their suppliers of chips and all the 
other bits that make up your machine. It 
permits them to make less profit per 
computer but more overall. Then they 
can re-invest more in research to de¬ 
velop their present computers,or new 
ones,to compete in two or five or ten 
years time. And then they can sell more 
of them to., among other things give 
their shareholders a return on the capi¬ 
tal they have invested.. It’s how our 
system of private enterprise works. 

The "No" side is because sometimes 
the numbers game is just a matter of 
corporate pride, the competitive spirit in 
the biggest game in town - business, an 
adult version of the childish "I can run 
faster than you!". Then it is the number of 
things not their worth that is counted. 

But we don’t always measure 
aspects of our lives. We sometimes 
judge not by the quanitity but by the 
quality. Rolls Royce does not boast how 
many cars it has built this year. It could 
build many more by lowering the qual¬ 


Due to rising costs we are sorry to say 
that the price of CGI has risen to £1.30 


ity. It is the quality of life that has be¬ 
come more obviously important to us in 
a materially- dominated world. The 
computer has contributed toward im¬ 
proving the quality of our lives by quick¬ 
ly performing tasks that are boring and 
time-consuming. 

Would Commodore have been wis¬ 
er to have concentrated on improving 
the C64 and not got involved in the 
Amiga? They perhaps could then have 
^sold more and more at lower and lower 
prices. Now that Eastern Europe is 
opening up, isn’t the 64 just the machine 
it will need in hugequanities? Is perhaps 
the approach that we should concen¬ 
trate on building in quality and then 
bulding quantity, keeping change to a 
minimum and continuing to improve the 
established product, the way the Japa¬ 
nese do and conquer the industrial 
world? 

Am I odd because I only use one 
computer - or one of almost anything at 
a time? How many computers do you 
think you need? But that’s not the way 
our society seems to push us. Use it, 
throw it away and get another. That’s 
what the numbers game is really all 
about. 

The computer, of course, plays the 
numbers game but only with two num¬ 
bers -1 or 0,yes or no. I like that. It keeps 
life so much simpler, don’t you think? 

Antony H. Jacobson 
Managing Editor and Publisher 
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...news...news...news...news 



Prodata 

vl.1 

Arnor have announced a 
new release of the Prodata 
datebase for the IBM PC, 
and Commodore Amiga. 


Version 1.1 will be shipped to 
all existing users ofvl.Oas a 
free upgrade. 

Enhancements include 
multiple line headers and 
footers, multiple line fields 
with word wrap and prop¬ 
ortional right justified print¬ 
ing, variable height layouts, 
global totalling of data, use 
of mouse to speed up layout 
editing, string search, 
scrolling of long layouts in 
display mode, up to 10 inde¬ 
xes, faster filtering, create 
sub-database and opti¬ 
mised use of memory so that 
longer records maybe used 
easily on small memory 
machines. 

Prodata costs £79.95 
Contact Douglas Thompson 
at Amor. Telephone 0733 
68909 


RUN SILENT, RUN 


Experience the command of 
an American World War II 
combat submarine in the 
South Pacific in Mastertro- 
nic’s 16 Blitz release, HUN¬ 
TER KILLER. After the des¬ 
truction of the American fleet 
at Pearl Harbour and the sub¬ 
sequent invasion of the Philli- 
pines, the submarine fleet 
was the only element of the 
American Naval command 
that could take the battle 
directly to the Japanese - this 
is the world of Hunter Killer... 

In this simulation the play¬ 
er has to familiarise himself 
with the controls of his vessel, 
then embark on a series of 


missions - from straightfor¬ 
ward 'search and destroy" 
sorties to escort duties mod¬ 
elled on real WWII cam¬ 
paigns. Eleven different sub¬ 
marines are featured, with 
fourteen separate missions 
to attempt at a range of diffi¬ 
culty levels as well as practice 
patrols that take place during 
the day or at night. 

Developed for the Amiga 
in the USA by SOLARCO, 
Hunter Killer has a host of 
features all for the price of 
£4.99! 

Contact: Lesley (Hello 
Sailor!) Walker on 01-727 
8070 


INSANELY MAD! 


System Three are releasing 
a game called Flimbo’s 
Quest In it, according to a 
press release smuggled to 
us, they have a professor 
who is, they claim, ’insanley 
mad’. We want to know if you 
can be ’sanely mad’ or do 
you have to be a news re¬ 
lease writer named Cale? 

In the game you take on 
the role of Flimbo, and face 
menacing freaks. The pro¬ 
fessor (insanely mad, of 
course!) thought he had 
found a way to create im¬ 
mortality, but the press re¬ 
leaser tells us, "instead his 
experiment went hideously 
wrong and he found himself 


dramatically ageing ten 
times as fast, insanely mad"" 
(there is is!) "and craving the 
bodily sustaining juices of a 
young girl to regain his lost 
youthfulness". 

It is a cartoon animated 
platform game, set across 7 
levels of fantasy. Find the 
castle before your girlfriend 
finds her maker! 

Available on the C64 and 
Amiga from February. For 
further information, and 
advice on psychological or 
literary problems, (could 
they all be insanely mad 
there?) please contact 
Adrian Cale on 018665692 



£300 OFF MODEM 


Hi-Tec have released a new 
high speed modem which, 
they claim is £300 cheaper 
than the competition. The 
modem - Hi-Tec EC2400 has 
a usual price £699 + VAT but 
is now being sold fora special 
price £399 + VAT. The quad 
speed V22 bis with 2400/ 


2400baud Hayes compatible 
modem also has MNP level 5 
data compression with dou¬ 
ble speed data transfer up to 
4800bps and 100% error free 
Data transfer. Contact: Hi- 
Tec Modems Ltd, 131 Wel¬ 
lington Street, Peterborough 
PEI 5DU Tel: 0733 897333 


CONFLICT 


Conflict puts the player in 
a world where military and 
economic forces combine to 
simulate the multiple press¬ 
ures that a national leader is 
under in a modern nation sta¬ 
te. The player is just one 
country among many inde- 
pendantly controlled states 
vying for prestige and power. 

The year is 1997. After 
twenty years of relative 
peace in Middle East ten¬ 
sions are starting to mount as 
the ever present fears of re¬ 
armament and nuclear test¬ 
ing are confimed. The situa¬ 
tion is brought to a head with 
the assassination of the 
Israeli Prime Minister on De¬ 
cember 29th 1996. That same 
day you are sworn into office 
as leader of Israel... The aim 


of your term of office is to 
force the collapse of all four 
neighbouring governments 
via direct military defeat, poli¬ 
tical destabilisation or by 
general pressure during the 
game. Your only problem is to 
keep Israel alive for long 
enough to complete your 
aim. 

Conflict is not a game with 
"goodies" and "baddies" - 
There can be no right or 
wrong side in any war. Con¬ 
flict is frightening simulation 
of what is now probably the 
only real threat to global 
peace - except of course for 
Lesley Walker’s legs. Initially 
available on the PC, Amiga 
version will follow shortly. 
From Mastertronic, 

Price £4.99 


Format Executive 


Financial Systems Soft¬ 
ware has announced the 
UK release of Format Exe¬ 
cutive for the Commodore 
128 with a 1571 disk drive 
and 128D. 

Format Executive 
allows 128/64 files to be 
transferred to and from 
the Commodore Amiga, 
Atari ST and Apple Macin¬ 
tosh. 


Also, files can be trans¬ 
ferred to or from, 150 
different 3.5 and 5.25 
disk formats with ASCII 
and PETASCII transla¬ 
tions. 

Price: £59.95. Contact: 
FSSC, 18 High Street, Per- 
shore, Worcestershire, 
WR10 1BG. 

Tel: (0386) 553153. 
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Why is this Europe's Favourite 
C64 & CI28 Disk Utility System? 


A II over Europe, users of other ^““ffnow 5# mX* «* 
Well guess what - we’re going to tell them. 



MlMM 


mm 


........... 




111 


- no more disk swops! 


• An all new 


of video RAM, providing a mWM* Zto'ZctX DUO*, **«*/ Mit > 


. Mk rf*. MM ► BSD „ C I2» - >« «^ to» 0. 


888 

to 


comprehensive on-line help screens. 


■ --«•*!“ ffiisfisr-ss sms? 




. F „ G£ os, ? ^ - 


capacity 1581 drive! This transfers eve „.~ a >' GE0S applications over t 


Maverick v3 


iilill 


* (541/1571/1581 Fast file copier, any direction 

★ GCR Editor for the experienced hacker 




★ back-up GEOS 64 & 128, vl.3 & v20 

★ Error scanner with unique sector editor 

* Scrolling Ml monitor with Drive Monitor 

* Extensive 40 page documentation included 


Additional Maverick v3 Features^^^^^^^ 

★ GEOS Module Parameters & TOOLS 

★ GEOS Sector editor - works under desk top 

★ Directory editor helps you organize disks 


■ \ v'\* :1 

mm&mSmsn 


+ Fast File Copier utilizes video RAM & REU’s 

w Relative file copier, 1541/1571 & 1581 drives 

★ Produce working back-ups of GEO applications 

★ Single or dual drive high speed data copier 

* Byte Pattern scanner for high speed searches 

* Exclusive Popular subscriber service ^ble 0 „ the ma rket we’d like to see it 

the amazing array of utilities usually found in Maverick. If there s a 


★ Works with 64,128,1541/1571/1581 drives 

★ Technical support from our staff experts 


' ■ V-toto s 5- S'* toto ■ 

,:JZ 


i 


All of these new features are in addition to - Z-lMlV/74 95 

tup NEW MAVERICK v3.0 — ONLY £24.yi 

,,,»««*<»<«)««»»«“«^ fssi -■»•*“"*■ 
Now includes parameter modules l,2,3,4 and 5. Maverick _ _^ 


- from a company who care. 
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The 1581 Toolkit 


Without it you don't know what your 
1581 is capable of. 

It shocked everyone at a recent London Commodore Show preview — 
it is The 1581 Toolkit by Kracker Jax, the makers of Renegade and Maverick. 

While other companies rushed out ill-conceived and poorly executed programs to 
“cash in” on the new 1581 disk drive, our programmers took time to become 
experts on the 1581 before even looking at a drawing board. When they finished 
the Toolkit project a full year later, they had created a tight, integrated package of 
essential utilities that make the 1581 fly. We'll take your computer and 1581 as far 
as it was designed to go, then take it further. 


The Fast Data Copier and Fast File Copier now supports 1764 for 3 pass copying, 
1750 for 2 pass copying and 64k Video RAM (128 users) for 6 pass copying 


★ Fast Disk Copier ★ Ultrafast Formatter ★ Track & Sector Editor 

★ Directory Editor ★ Byte Pattern Search ★ Error Scanner 

★ File Track & Sector Tracer ★ Partition Creator ★ Relocatable Fast Loader 

All of these custom utilities use extremely fast read/write routines. Where 
appropriate they allow full access to partitions. If you order now we will send you 
the 1581 DOS Reference Guide FREE! With over 100 pages of concise valuable 
information, this manual represents a year’s worth of research and investigation 
into the inner working of the 1581 drive and includes a complete commentated 
ROM disassembly listing. 

THE 1581 TOOLKIT (on 3.5 disk) 
ONLY 134.95 

Includes your FREE 1581 DOS Reference Guide. The 1581 Toolkit, works on the C-64 
or the C- 128/C- I28D in the 64 Mode. 
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Super Snapshot v4 


h^V ridg A Wars - For o while it 
be the best. Nnw ! l 


be the best. Now public opinion ilnn* t0Ugh going ~ but v 

, Per Snapshot is the dear winner !^^ Cortjridg * Wars a^over 1" 
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R02id*Per^i€re^Rl0|A^ , eI*((p8d)^^^| 


ISP 


,'iO 

1$S| 

Mm 


m 

m 




of the Smart 
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* 25 *£»•££&. 

* SuperZosWeTgelutoZZ 7 x f™* saving 

* Only Snapshot dumpTbOmtlT ^ ^ & " Metacommands 

* First cartridge to dumOrlZ ^ ^ ° nd Hi '™ formats 

* Define and Re-define function kZ'm c ^ ^ C ° lour P rinter s 

* Sprite disable/re-enable and extended Tf"?™ ^ ^ 5u PP orted > 

* F ZourZ er Z ' ° r2 IS4 ^7inS8trZ eMaSterfe ° meS 

resu mea'Znn/npprof//ff t p™u™?ry-j nterr Lipt, examine, modify and 
commands, tradUZr^to^cT^n^on&Lg, 

* Attention 128 and I28D users - Z Z Z d drlve monitor 

you t0b °f>^°re Wlth0ut remZ g \ZZZddl85a ^ 

SUPER SNAPSHOT v 4 £34 oc 

_ includes FRFf-T h. 
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Prices include VAT & U.K. delivery. Add L 1.25 per order for handling. Overseas orders send advertised price plus L2.00 for Airmail. Please send cheque. Postal 
Order or Credit Card details. VISA/ACCESS orders accepted by telephone. Showroom now open. 
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Why Use a Keyboard 


When You Can Write 


Learning to type, with the 
added disadvantage of try¬ 
ing to remember all those 
different functions, what 
they do and how to initiate 
them puts a lot of users off 
buying a computer and 
software. BUT NO MORE. 

With a WRITE-ON system 
from Graf Systems and your 
software package, you can 
combine the functions of 
keyboard, mouse and other 


input devices into one, and, 
the company says, work 
faster and more comfort¬ 
ably as well. WRITE-ON 
offers the user: An all-in- 
one input system, Template 
display software structure, 
User definable “Softkeys”, 
Pen touch icons, User de¬ 
finable character macros, 
Greater speed for begin¬ 
ners and occasional users 
alike. 


VENDETTA 


Simplified user 
interface PC’s and 
workstations 


What is claimed to be a 
significantly friendlier us¬ 
er interface for PC’s and 
workstations has been 
developed at Siemens Re¬ 
search laboratories in 
Princeton, New Jersey. 
This software package is 
what is died a “tiled inter¬ 
face” — a program im¬ 
plemented under X- 
Windows to facilitate ea¬ 
sier working. 

In contrast with 
previous techniques, win¬ 
dows relating to various 
sub-tasks do not overlap 


on the screen, but are 
arranged adjacent to 
each other in various 
sizes. As the information 
relating to all sub-tasks 
remains visible, work on 
complex applications is 
made easier, especially 
when several sub¬ 
programs have to be pro¬ 
cessed simultaneously. 

The technique de¬ 
veloped by Siemens ar¬ 
ranges the position and 
size of the windows auto¬ 
matically. It is analogous 
to the applicatin of tiles of 


When our hero heard that 
they’d got the girl his hackles 
rose. Why pick on her when it 
was the professor they were 
really after. 

But if they wanted to play 
dirty then that was fine by 
him. He couldn’t expect any 
co-operation from the police 
- his recent activities had 
given them more than 
enough reason to be suspi¬ 
cious of him. He would have 
to go it alone and smoke out 
the girl’s kidnappers. 

The ransom video that 
had been sent to the profes¬ 
sor gave certain clues as to 
the location of the terrorists. 
Military paraphenaliagave an 
indication of something like 
an army camp or airfield in the 
background. Our hero reck¬ 
oned that not only would he 


various size, shape and 
colour on a wall and, 
therefore, it is known as 
the “tiled window techni¬ 
que”. The software pro¬ 
gram — the tile window 
manager — controls the 
size, placement and let¬ 
tering of the windows on 
the screen. 


have to pick up vital clues as 
to the girl’s whereabouts, but 
he’d also have to cover his 
own tracks thoroughly before 
the police started trailing him 
rather than concentrating on 
the real criminals. 

His paramilitary skills 
would be tested to the full - 
bombs, bazookas and ballis¬ 
tic weapon systems would 
need to be employed suc¬ 
cessfully if he was to win this 
race against time. He jumped 
into his Ferrari F40, his pulse 
racing with a strange mixture 
of apprehension and excite¬ 
ment. 

Vendetta is a 3D action 
strategy adventure in graphic 
locations. Contact System 
Three, Adrian Cale, Telepho¬ 
ne 01-866 5692. 


The tiled window man¬ 
ager is implemented un¬ 
der X-Windows, which is 
supported by a series of 
leading computer man¬ 
ufacturers. It is available 
from MIT as the X- 
Windows Version 11, Re¬ 
lease 3. 


The Brother Fax 150 desk top 
facsimile machine is now 
available at £497.00, includ¬ 
ing delivery, installation, and 
24 month warranty. Unusual 
for a machine at this price, it 
provides 16 shades of grey 
scale, allowing transmission 
and reception of high-defini¬ 
tion graphics. 

It has an integral telepho¬ 
ne handset, and single-but¬ 
ton dialling for up to 20 num¬ 


bers. The Brother Fax 150 has 
a transmission speed of 
4800/2400 bps, and offers a 
range of standard facilities 
such as security password 
and auto answer switches, 
last number re-dial and tone 
or pulse dialling. 

Contact: Action Compu¬ 
ter Supplies, Abercorn Com¬ 
mercial Centre, Manor Farm 
Road, Wembley, Middx, HAO 
1WL. Tel: 0800 333 333. 


BROTHER’S FAX 150 
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CALL US FOR YOUR BEST POSSIBLE PRICE 



AMIGA 500 


AMIGA 500 


From £259 


AMIGA 500 BAT PACK WITH DPAINT II, 
BATMAN THE MOVIE, FI 8 INTERCEPTOR, 
NEW ZEALAND STORY TV MOD. 


£315 


A500 + TV MODULATOR + RETURN OF THE 
JEDI - CUSTODIAN - MERCENARY - 
WARLOCKS QUEST - ZYNAPPS - HELLBENT - 
POWERPLAY - ELIMINATOR - 

23 PUBLIC DOMAIN GAMES £315 



PHILIPS 8833 MONITOR 
COMMODORE 1081 MONITOR 
COMMODORE 1084s MONITOR 
RAM EXPANSION 
SECOND DRIVE 


MANNESMANN TALLY LASER 

6 ppm, 5,000 pages per month 
MT905 300,000 page engine life 

£950 Hewlett Packard Laserjet 

Series II emulation 

INCLUDES ON SITE MAINTENANCE 


ATARI ST 


ATAR11 MB EXPLORER PACK 

ATAR11 MB + SM124 MONITOR 

SUPER PACK 21 GAMES + 
ORGANISER SOFTWARE 
DATABASE SPREADSHEET WP 


£189 

£165 

£199 

£99 

£75 


£220 

£320 

£290 


TEL-0202-715989 


and 


CALL IN TO OUR EXTENSIVE SHOWROOM IN POOLE, DORSET 
SHOWROOM OPEN MONDAYS TO SATURDAYS 9.30 to 6pm 


and 


WE STOCK A FULL RANGE 
OF AMIGA SOFTWARE 


COMMODORE PCs 


PRINTERS 



MONO 

COLOUR 

EGA 

PCI OSD 

£499 

£599 

£749 

PCI ODD 

£589 

£739 

£875 

PC20HD. 

£779 

£959 

£1,089 

PC40SD 

£1,065 

— 

£1,270 

PC40HD 

£1,393 

- 

£1,587 


COMMODORE B2000 
XT BRIDGE BOARD 
+ PHILLIPS 8833 
+ 29 MB HARD DISK 


£1,249 


9 PIN 

MY81 

cm 200 

STAR LC10 
SEIKOSHA1-80A 

24 PIN 

SEIKOSHASL80A 
NECP2200 
KXP1124 

LASER 

BROTHER HL8 
STAR LASER8 
HERMES 800 
MY905 

INKJET 

CANON BJ130 INK JETPRINTER 


£110.00 EPSON LX800 
£120.00 KXP1081 
£135.00 CIT180E 
£115.00 STAR LC10 (COL) 


£235.00 STARLC24-10 
£255.00 EPSON LQ500 
£255.00 AMSTRAD LQ3500 


£1,400.00 CANON LP08 
£1,230.00 KXP4450 
£1,099.00 HP LASER JETII 
£950.00 


£150.00 

£120.00 

£145.00 

£195.00 


£255.00 

£255.00 

£175.00 


£1,275.00 

£1,350.00 

£1,270.00 


£575.00 


SOFTWARE 


All accessories low low prices 


Full software list inc: 
LOTUS 

ASHTON TATE 
DIGITAL (GEM) 
Multimate 
Smart 


Wordstar 

WordPerfect 

SAGE 

MICROSOFT 

Supercalc 


Ventura 

Ability 

Clipper 


All Epson Printers 

All Brother Printers 

All NEC Printers 

AllT oshiba Printers/Lasers 

HP/Roland/Calcomp Plotters Minimum 

All Hewlett Packard Lasers 

All Amstrad Printers 


20% discount 
20% Discount 
25% Discount 
POA 

20% Discount 
25% Discount 
POA 


ALL PRICES EXCLUDE VAT 
COURIER DELIVERY £5 


406 ASHLEY ROAD, PARKSTONE, POOLE, DORSET 
TELEX 41445 JEMEG 
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Green link to 
Australia 



DOMARK’S 

CYBERBALL 


Theyear is2022... and the last 
human player has been eli¬ 
minated from the game. Now, 
only robots five times the size 
of humans can withstand the 
violence and destruction... 
This is Cyberball-American 
Football our pacific friends at 
Domark tell us, at its most 
violent, full of colliding metal 
and exploding shrapnell - a 
coin-op conversion from the 
arcade game. 

You choose your team 
from the likes of the Los 
Angeles Assassins and the 
New York Enforcers and 
select from over 100 offen¬ 
sive and defensive plays. You 
can select time-outs and re¬ 
placements for weak or de¬ 
molished players. 

The challenge of the 
game Domark claims lies in 


MicroProse have formed, 
for the first time a UK based 
in-house programming 
team. Tim Waiter, Adrian 
Scotney and Malcolm Mel¬ 
lon are the core of the group, 
with more programmers ex¬ 
pected early in the New 
Year. Their main arena of 
work will be in the program¬ 
ming of original simulation 
products in the UK and they 
will be responsible for aiding 
the conversions MicroPro¬ 
se UK products, that are tra¬ 
ditionally programmed ini- 


working out the right tactics 
to annihilate the opposing 
team. Fit the selection of 
plays to the right conditions 
and you could be a winner. 
Make the wrong selection 
and you’ll be crushed. For the 
offensive game select from 
running plays, option plays 
and pass plays. Choose the 
Defensive games and use 
short, medium and long 
plays. 

The ball is made up of 350 
pounds of steel and high- 
explosive material and mea¬ 
sures three feet in diameter. 
The robots are about 20 feet 
tall and 8 feet wide, weigh in at 
2000pounds and cost about 
$1,250,000. And all of this can 
be crowded onto a little 64’s 
screen? Wow! 


daily on the PC, to the Amiga. 

Commenting on their 
appointment, Paul Hibbard, 
MicroProse’s publishing 
Director said, The appoint¬ 
ment of an in-house prog¬ 
ramming team takes Mic¬ 
roProse into a new era of 
growth. Within three years, 
MicroProse UK has develo¬ 
ped from a niche market 
software supplier to being 
one of the most powerful 
and influential publishing 
houses in the industry ." 


A network providing peace 
and environmental activists 
with an electronic informa¬ 
tion system has set up a 
branch in Australia. 

London-based Breennet, 
founded in 1985 to give 
professional computer 
communications to peace 
groups, added the seventh 
branch to its international 
network. 

The organisation already 
has branches in the US, 
Canada, Brazil, Nicaragua 
and Sweden and aims to 
have more European nodes 
up in the next year, accord¬ 
ing to Greennet technical 


EDU-VID’s IR remote control¬ 
ler plugs into the parallel port 
of the Amiga computer and 
allows a VCR (or any other IR 
remote controlled device) to 
be operated by a user’s prog¬ 
ram. The controller can learn 
the IR pulse codes from the 
remotes of most devices. It 
can also detect when the 
VCR is actually sending a 
video signal and it can, with 
suitable monitors, switch the 
screen from computer output 
to video output. 

In addition, ’touch’ tones 
can be placed on the videota¬ 
pe and the controller can de¬ 
tect them such that your 
computer program can do 
various things such as mix 
the Amiga’s sound or voice 


director Jeremy Mortimer. 

Mortimer said Greennet 
now runs more than 500 
electronic conferences on 
all topics of interest to 
peace, environmental and 
human rights groups. 

Greennet is an indepen¬ 
dent organisation, funded 
from charitable trusts and 
its own earnings which 
come from its email and 
conferencing system, in 
which different conferen¬ 
ces are moderated by 
groups such as the Action 
Group on Chemical Wea¬ 
pons and Oxfam. 


with video sound, or overlay 
computer output (if a sepa¬ 
rate Genlock is used), or sim¬ 
ply stop the video while the 
computer outputs to the 
screen. 

EDU-VID’s IR remote 
controller uses 4 AAA cells, 
plus, it draws less than 50 ma. 
from the Amiga. The comple¬ 
te package costs $180 (+$5 
p+p) and includes the con¬ 
troller, cable to the Amiga, 2 
VCR cables, disk with sample 
programs showing how to 
use the controller, and a de¬ 
tailed User’s Manual. 

A free, 8 page, informa¬ 
tion booklet is available from: 
Bert Whitfield, Edu-Vid Re¬ 
search, PO Box 149, Pembi¬ 
na, ND 58271 USA 


MicroProse form In- 
House Programming 
Team 



INFRARED REMOTE 
CONTROLLER 
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A powerful BASIC-Toolkit (Additional 
helpful commands) that considerably 
simplifies programming and debugging. 


AUTO 
AUDIO 
COLOR 
DEEK 
DELETE 
DOKE 
DUMP 
FIND 

RENUMBER 


HARDCAT 

HARDCOPY 

HEX$ 

INFO 
KEY 
PAUSE 
PLIST 
I LOAD 


RENUMBER 

REPEAT 

SAFE 

TRACE 

UNNEW 

QUIT 

MONITOR 

BLOAD 


Using POWER CARTRIDGE you can work 
up to 10 times faster with your data 
recorder. The Tape commands can be 
used in your own programs. 


LOAD 

MERGE 


SAVE 

AUDIO 


: Also modifies all (he 
COTO's GOSUB 's etc. 
Allows part of a program 
to be renumbered or 
displaced. 

PSET : Set up of printer type. 

HARDCAT : Prints out Directory. 

The toolkit commands can be used in 
your programs. 


Using POWER CARTRIDGE you can load 
up to 6 times faster from disk. 

The Disk commands can be used in your 
own programs. 


A powerful machine language monitor 
that is readily available and leaves all of 
your Commodore memory available for 
programming. 

Also works in BASIC-ROM, KERNAL and 
I/O areas. 


A 

ASSEMBLE 

1 INTERPRET 

S 

SAVE 

C 

COMPARE 

| |UMP 

T 

TRANSFER 

D 

DIS¬ 

L LOAD 

V 

VERIFY 


ASSEMBLE 

M MEMORY 

W 

WALK 

F 

FILL 

P PRINT 

X 

EXIT 

C 

CO 

R REGISTER 

s 

DIRECTORY 

H 

HUNT 



DOS Commands 


DLOAD 

DSAVE 

DISK 


DVERIFY 

MERGE 


DIR 

DEVICE 


: Two BASIC programs can 
be merged into one. 

: With DISK you can send 
commands directly to your 
disk. 


The POWER CARTRIDGE contains a very 
effective Printer-Interface, that self 
detects if a printer is connected to the 
Serial Bus or User-Port. 

It will print all Commodore characters on 
Epson and compatible printers. 

The printer-interface has a variety of set¬ 
up possibilities. It can produce 
HARDCOPY of screens not only on Serial 


printers (MPS801, 802, 803 etc) but also 
on Centromc printers (EPSON, STAR, 
CITIZEN, PANASONIC, etc). 

The HARDCOPY function automatically 
distingishes between HIRES and LORES. 
Multi-colour graphics are converted into 
shades of grey. The PSET functions allow 
you to decide on Large/Small and 
Normal/Inverse printing. 

The printer PSET functions are: 


PSET 0 Self detection Serial/Centronu 

PSET 1 EPSON mode only. 

PSET 2 SMITH-CORONA mode only. 

PSET 3 Turns the printing 90 degrees!! 

PSET 4 - HARDCOPY setting for 
MPS802/1526. 

PSET B - Bit-image mode. 

PSET C - Setting Lower/Upper case and 
sending Control Codes. 

PSET T - All characters are printed in an 
unmodified state. 

PSET U - Runs a Serial printer and leaves 
the User-port available. 

PSET Sx - Sets the Secondary address for 
HARDCOPY with Serial Bus. 

PSET LI - Adds a line feed, CHR$ (10), 
after every line. 

PSET L0 Switches PSET LI oft 



On the back of the POWER CARTRIDGE 
there is a Reset Button. Pressing this 
button makes a SPECIAL MENU appear 
on the screen. 

This function will work with any 
programme. 


BEIL 


Bitcon Devices Ltd 


Bit con Devices Ltd does not authorise or purport t< 
authorise the making b\ an\ means or tor am 
purpose whatsoever of copies or adaptions of 
op\ right works or other protec ted material, and 
users of the Power Cartridge must obtain the 
necessary prior consent tor the making of such 
copies or adaptions from all (op\ right and other 
right owners concerned. See L'k Copyright, 

\ Patpnts Act 1 ( )88 _ 


CONTINUE 

BASIC 

RESET 

TOTAL 

BACKUP 

DISK 


RESET ALL 
TOTAL 
BACKUP 
TAPE 

HARDCOPY 


Allows you to return to 
your program. 

Return to BASIC 
Normal RESET. 

Saves the contents ot the 
memory onto a Disk. The 
program can be reloaded 
later with BLOAD followed 
by CONTINUE. 

RESET ot any program. 

As BACKUP DISK but to 
TAPE 

At any moment, prints out 
a Hardcopy ot the screen. 
Using CONTINUE 
afterwards you (an return 
to the program. 

Takes you into the Mac hme 
language Monitor. 


88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE8 IRS 
ENGLAND 


Tel: 091 490 1975 and 091 490 1919 Fax 091 490 1918 
To order: Access/Visa welcome - Cheques or P/O payable to BDL 

UK orders add £1.20 post/pack total — £16.19 incl. VAT 
Europe orders add £2.00. Overseas add £3.50 

Scandinavian Mail Order and Trade enquiries to: Bhiab Elektronik, Box 216, Norrtalje76123, 
SWEDEN. Tel: ++46 176 18425 Fax: 176 18401 


TRADE AND 
EXPORT 
ENQUIRIES 
WELCOME 
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500,000 CITIZEN 120Ds 


The success of Citizen’s 9- 
pin workhorse, the 120D dot 
matrix computer printer, 
has taken it into its fourth 
year of production with 
sales of half a million units. 
With improvements to the 
120D, Citizen predict that 
the printer’s popularity will 
continue well into the 90’s. 

Citizen have given the 
printer a newly designed 
tractor feed which will im¬ 
prove paper handling to pro- 
duce sharper print and 
graphics quality. The new 


design incorporates one 
sturdier paper guide (ins¬ 
tead of the previous two) 
and an adapted pressure 
leaf which also provides a 
better hold on paper during 
printing. Citizen have ex¬ 
tended the platen lines by 
two centimetres which 
allows the printer to accept 
every European standard 
paper size. Recommended 
retail price £199 including 
interface. 

Contact Citizen on (0895) 
7261. 


SECOND INNINGS 
FOR GOOCH 


Audiogenic Software, pub¬ 
lishers of Emlyn Hughes In¬ 
ternational Soccer, are 
celebrating the appoint¬ 
ment of Graham Gooch as 
England Team Captain by 
re-launching Graham 
Gooch’s All Star Cricket, 
complete with 1989 teams. 

Widely acclaimed as an 
outstanding simulation for 
the Commodore 64, Graham 
Gooch’s All Star Cricket is, 
so Audiogenic cornily claim, 
'packed with enough fea¬ 
tures to bowl any maiden 
over!'' 

Features include drop¬ 
ped catches, wides, boun¬ 
cers and full tosses - even 
the occasional ’retired hurt’! 
Scorecards are displayed at 
the end of every over, there 
are messages that scroll 
across the screen when a 
player or partnership 
reaches 50 or 100, plus 
realistic sound effects and 
superb digitised speech. 


There is even a practice 
mode in which you can 
brush up your batting and 
bowling - and action replays 
after the fall of a wicket so 
that you can see just where 
you went wrong! 

Built into the game are 
players and averages for En¬ 
gland, Australia, West In¬ 
dies, Pakistan, India, Sri 
Lanka and New Zealand - 
plus a World XI and an All- 
Time XI. 

In their PR mode, Au¬ 
diogenic boast that Graham 
Gooch’s All Star Cricket is "a 
real catch for all cricket fans" 
and provides the enthusiast 
with a real chance to beat 
the West Indies, which could 
be more than England will 
ever do!" If anybody wants to 
play cricket after the last dis¬ 
mal season, this might just 
be an acceptable way to do 
it! Available now on Com¬ 
modore 64, £9.95 tape or 
£12.95 disk. 


Panafax UF-620 Fax 
Machine has 60 page 
memory 


Panasonic have released 
the Panafax UH-620facsimi- 
le machine, a very high per¬ 
formance unit which has 
one megabyte of memory - 
equivalent to about 60 stan¬ 
dard document pages - and 
features a transmission 
speed of about 11 seconds 
for an A4 page. 

The liF620’s very large 
memory saves operator 
time, since documents for 
transmission are rapidly 
scannedand stored so that 
the operator does not have 
to wait until the transmis¬ 
sion is finished. The large 
memory also allows several 
numbers to be dialled se¬ 
quentially to send the same 
material to up to 100 sta¬ 
tions, and acts as a buffer so 


that incoming calls are stor¬ 
ed in memory should the 
paper have run out. 

Available from Action at 
£1995.00 (RRP £2995.00), 
the UF-620 offers one touch 
dialling for up to 40 stations, 
with dial and redial program¬ 
mable, plus 60 two-digit 
abbreviations. Another fea¬ 
ture is a coded reception 
facility, which allows con¬ 
fidential documents to be 
printed out only when the 
appropriate passcode is 
entered. 

Contact: Action Compu¬ 
ter Supplies, Abercorn 
Commercial Centre, Manor 
Farm Road, Wembley, 
Middx HA0 1WL. Tel: 0800 
333 333. 


FIVE PCs INTO ONE 
LASERJET 


A buffered printer sharing 
device which allows up to 
five PCs to share the printing 
capabilities of a single HP 
laserjet II printer, the UK’s 
biggest selling laser printer, 
has been launched by Auric 
International. 

PCs are connected to the 
four serial ports provided by 
the device via compact R J-ll 
modular telephone-style 
connectors, allowing quick 
installation of low-cost four 
wire cable. The high speed 
parallel input port actually 
accepts data from the PC at 


a significantly higher speed 
than the standard LaserJet II 
parallel port, and at more 
than eight times the rate of 
competitive serial port only 
designs. EZQ Laser ll’s 
parallel port appears suit¬ 
able for sending lengthy de¬ 
sk-top publishing or com¬ 
plex graphics files to the 
printer. 

Contact: Auric Interna¬ 
tional Ltd., Milton House, 
Milton Road, Wokingham, 
Berks RG11 1DE. Tel: (0734) 
772734. 
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TWO’S A CROWD? 


Action extended 
warranty 


Micro Control Systems, the 
Nottingham based innova¬ 
tor of PC productivity aids, 
claims to end the printer 
war! 

It has launched the 
Simple-2-Switch, a dual 
mode device that is avail¬ 
able in serial or parallel, and 
allows two users to share 
the same printer. The com¬ 
pany says it is as simple to 
operate as the standard 
mechanical T-switch and 
can be used with laser prin¬ 
ters or plotters. 

The Micro Control Sys¬ 
tems Simple-2-Switch 
allows manual or automatic 
switching between users. 
An indicator light shows 
which user is connected to 
the printer. 

"Not every computer 
user has a printer and it is 
frustrating for some to be 
kept waiting and wanting. 


Researchers at Hitachi Ltd. ’s 
Advanced Research Labor¬ 
atories have developed a 
prototype of a supercondu- 
tive chip incorporating 0.1 
micron geometries, a capac¬ 
ity in excess of 256 Mbytes 
and operation at blinding 
speeds. Such a device would 
exploit a counter intuitive 
quantum effect , known as 
Andreev Reflection, which 
can occur at the boundary of 
a semiconductor suercon- 
ductor junction. Toshkazu 
Nishino, a researcher at 
Hitachi, has constructed pro¬ 
totypes based on this princi¬ 
ple and expects the chip 
to be commercialised. 

Nishino presented his re¬ 
search recently at the Third 
International Symposium on 
Quantum Mechanics hosted 
by Hitachi and held at the 
company’s Advanced Re¬ 
search Laboratories. 

While the work is still in 
early stages, it should lead to 


MicroProse Software Chair¬ 
man Bill Stealey is claiming 
that MicroProse is poised 
for its most aggressive re¬ 
lease schedule in its three 
years of existence and that 


Our new Simple-2-Switch 
aims to keep that frustration 
out of the office environ¬ 
ment, so keeping productiv¬ 
ity high," explains MCS 
Director Richard Tavener. 

In automatic mode the 
switch knows when the 
printer or plotter is free, im- 
mediately allowing the 
second user access. Manu¬ 
ally operated, the user has 
full control by way of a sim¬ 
ple switch on the front of the 
device, just like a standard 
T-switch. 

The Simpie-2-Switch 
has adjustable time out 
periods of 5,10,20,30 or 40 
seconds, and 1,2 or 5 minu¬ 
tes. This controls how long 
the automatic switch waits 
before allowing the other 
computer to send data. 

The Simple-2-Switch 
costs £79. Contact MCS on 
0602 391204. 


a so-called superconducting 
electron wave device some¬ 
where around 2002, pre¬ 
dicted Nishino. 

in theory, one of the criti¬ 
cal structures in an Andreev 
superconducting electron 
wave device - the injector, 
which emits the electrons to 
be reflected off the supercon¬ 
ductor surface - can 
approach 10 nanometers (.01 
microns) in size. Furth¬ 
ermore, Nishino said, the de¬ 
vice maybe able to use a sing¬ 
le electron to represent 1 bit 
of information. 

"Our goal is to make a 
superconducting element 
which is the size of a semi¬ 
conductor, "he said. 

Andreev-type chips will 
contain many such semicon¬ 
ductor elements operating in 
parallel - Nishino has fabri¬ 
cated a prototype with 72 ele¬ 
ments - and will find use in the 
analog circuits and neural 
networks of the 21st century. 


in spite of a change in man¬ 
agement structure at the 
company. 

"MicroProse is set to re¬ 
lease 18 major titles, each on 
several formats before the 


A series of six high quality 
colour monitors from Taxan 
is available from Action at 
substantially below MRP 
and including Action’s ex¬ 
tended 24-month warrantry. 

Typical units from the 
range include the PC-com¬ 
patible K14SV765, a 14-in 
unit designed for the EGA 
standard, which is offered at 
£369.00, compared with 
£499.00 MRP; the 
K16MV870+, a 16in ultra- 
high-resolution unit which 
can be used with systems 
such as the PC-AT and flick¬ 
er-fixed Amigas, and is 
offered at £599.00 (RRP 
£899.00); and the 20in, 
100MHz K20UV1000, the 


Fujitsu Microelectronics Inc. 
will begin taking orders later 
this year for a new family of 
emitter coupled logic gates 
arrays that offer designers 
almost 36,000 usable gates 
on a chip, a record for emitter 
coupled logic. Individual gate 
speeds are 80 picoseconds 
unloaded and240 ps loaded 


marked a significant evolu¬ 
tionary change, culminating 
in the acquisition of the 
Rainbird and Firebird 
brands and the launch of the 
MicroStatus and MicroStyle 
brands. There has also been 
an increased number of 
MicroProse Simulation 
Software titles, including the 
world famous F-15 Strike 
Eagle II and Ml Tank Pla¬ 
toon. This activity has en¬ 
abled MicroProse signifi¬ 
cantly to increase its share 
of the European Software 
market. Our objective is to 
produce and market high 
quality software for the 
world market," Stealey told 
CCL 

In a change of manage¬ 
ment structure, MicroPro- 
se’s formal management 
board, established over the 
last year, will assume full 
responsibility for all Euro¬ 
pean operations. MicroPro¬ 
se Managing Director, Ste¬ 
wart Bell, decided not to 
accept a new three year 
contract, and is now running 


most powerful of the series, 
offered at £1897.00 (RRP 
£2699.00). This is a multi- 
mode monitor which auto¬ 
matically adjusts to suit a 
wide variety of high-resolu- 
tion outputs, and is intended 
for use in CAD/CAM and 
other similarly demanding 
graphics applications. 

A range of adaptor cards 
is available to allow max¬ 
imum flexibility of operation, 
all monitors are tested to 
the highest safety standards. 

Contact: Action Compu¬ 
ter Supplies, Abercorn 
Commercial Centre, Manor 
Farm Road, Wembley, 
Middx, HA0 1WL. Tel: 0800 


with a fanout of three. Total 
chip power dissipation runs 
from 15 to 30 watts. The array 
is housed in a 441-pin cera¬ 
mic cavityless,surface mount 
pin grid array package with 
pre-attached heat sinks. En¬ 
gineering samples will be 
available in early 1990. 


his own company, Electro¬ 
nic Zoo. "Stewart Bell has 
done a wonderful job faking 
the company from start-up 
to a professionally managed 
company. He has put in pla¬ 
ce an excellent manage¬ 
ment team that can carry on 
the tradition of MicroProse", 
says MicroProse Chairman, 
Major Wild Bill Stealey. 

'Stewart is a personal 
friend, and I wish him every 
success in his new venture. 
His decision was primarily 
based on his own entrepre¬ 
neurial spirit and his desire 
to build his own new ven¬ 
ture. I know he will do well." 

The new MicroProse 
Management Board con¬ 
sists of Adrian Parr, Finance 
Director; Peter Jones, 
Marketing Director; Paul 
Hibbard, Publisher; John 
Tweedy, Sales Director and 
Paul Rowley, Operations 
Manager. However, it looks 
like Major Bill will continue 
for some time in a high pro¬ 
file role in Europe as well as 
in the U.S.A. 


HITACHI’S 256 MEG CHIP 


MicroProse Changes 


333 333. 

36,000 GATES PER CHIP 
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16 BLITZ GRIMBLOOD 

Due out in February from 16 order that he can unlock the 


Blitz is GRIMBLOOD - a 
gothic whodunnit written by 
Mike Singleton, featuring 
digitised sound and graphics 
and promising a different 
game every load! 

Deep within the walls of 
Castle Grimblood there lurks 
a murderer, who is preying on 
those who live and keep the 
rituals, as countless genera¬ 
tions have before them. The 
young Earl, Maximus, must 
uncover the terrible secret in 


chains of timeless obedience 
to the rituals of the castle and 
gain his freedom, If he fails he 
is certain to fall victim himself 
to the stalking assassin’s kni¬ 
fe... 

Developed for the Ami¬ 
ga,(a C64 version to follow), 
Grimblood will be released in 
February for the remarkable 
price of £4.99! 

For further information 
contact: Lesley (legs) Walker 
on 01-7278070 


COMPUTER 
FURNITURE UNITS 


Two slimline uninterruptible 
on-line power supplies from 
RPS are designed to mount 
unobtrusively between micro 
and vdu, and to provide the 
system with a continous sup¬ 
ply of dean power in case of 
current surges or spikes. The 
two models are rated at 400 
VA and800 VA, and are avail¬ 
able from Action Computer 
Supplies at £550.00 and 
£950.00 respectively. 

These units provide full 
EMI/RFI filtering, and operate 
continuously to provide 
steady clean output at220 V, 
50 Hz, via two 13-A type 


sockets. In the event of power 
failure, both models will 
maintain supply for five mi¬ 
nutes at full rated loads, typi¬ 
cally 280 W and 560 W re¬ 
spectively. 

Features include lead/ 
cadmiun batteries, which re¬ 
quire no maintenance; low- 
battery indicators; and audi¬ 
ble alarm in the event of pow¬ 
er failure. 

Contact: Action Compu¬ 
ter Supplies, Abercorn Com¬ 
mercial Centre, Manor Farm 
Road, Wembley, Middx HAO 
1WL Tel: 0800 333 333 


The MIV Progress range of 
computer furniture is de¬ 
signed so that configurations 
can be put together to suit- 
many possible requirements. 
The range also includes a ter¬ 
minal table and a printer 
table, available at £129.00 
each, and a combined 
printer/terminal workstation 
available at £199.00. 

The Progress Range is 
built on epoxy-coated tubu¬ 
lar frames, and features 


rounded scratch-resistant 
surfaces; lockable sliding 
keyboard shelves; adjust¬ 
able legs, allowing work sur¬ 
faces to be set at optimum 
heights; and interchangeable 
lockable castors od adjust¬ 
able feet for stability. 

Contact: Action Compu¬ 
ter Supplies, Abercorn Com¬ 
mercial Centre, Manor Farm 
Road, Wembley, Middx. Tel: 
0800 333 333. 


POCKET ETHERNET 
ADAPTOR 


Data Translation of Woking¬ 
ham now supplies Xircom’s 
pocket Ethernet adaptor, an 
external adaptor that enables 
PCs, laptops or workstations 
to be networked without us¬ 
ing internal slots. The adap¬ 
tors connect through parallel 


port and come with drivers for 
most network operating sys¬ 
tems. Each adaptor weighs 
5oz and measures 5in x 3in. 

The price per unit is £495. 

Contact: Data Translation 
0734 793838 


MEGA-MIDGET 

RACER 


ing system kemal, 32-bit 
RAM expansion bus, and 
software selectable MC¬ 
68000. 

Contact: Advanced Tech¬ 
nology Holdings, 538-546 
Whippendell Rd. Watford, 
Herts. Tel: 0923 817548. 


KIXX 

Kixx, U.S.Gold’s budget 
label are releasing Side 
Arms for the Commodore 
64. Originally a Capcom 
arcade game it should prove 
popular at £2.99. 


Computer System Associ¬ 
ates (CSA) have announced 
the latest in Motorola 68030 
accelerator technology, the 
"Mega-Midget Racer". The 
first,' say CSA, MC-68030 
accelerator to employ state- 
of-the-art surface mount 
technology, and plug into the 
Amiga A500 or A2000 com¬ 


puters. 

Evolving from CSA’s 
popular Midget Racer, the 
"Mega-Midget Racer" fea¬ 
tures include selectable 
clock speeds of 20, 25 or 
33MHZ, support for floating¬ 
point maths co-processors 
at speeds up to 40MHz, 32- 
bit 512KB SRAM for operat¬ 


FIVE MINUTES BACK 
UP 
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PCs MADE EASY 

by JAMES L.TURLEY 
(McGraw Hill Book Co.Ltd £18.95) 


E very year more and more people 
are buying, or thinking of buying, 
a personal computer. PCs are 
becoming as commonplace in many 
homes as fridges or the televisions. 

Very often they are bought for the 
youngsters, who often commandeer 
them solely for games-playing, but 
although PCs are useful for so much 
more than just entertainment the 
thought of using them for anything else 
is, for many adults, a real nightmare. 

What if I press the wrong key and 
everything disappears? Why don’t they 
make the manuals easier to under¬ 
stand? What is the difference between 
ROM and RAM? How do I know how 
much memory I’ll need? What’s a 
spreadsheet? ASCII, what’s that? A 
thousand and one questions that any¬ 
one who has ever sat before a terminal 
and looked at a keyboard for the first 
time will understand and sympathise 
with. 

For the uninitiated and apprehen¬ 
sive help has now arrived. In PCs Made 


Easy, (McGraw-Hill Ltd £18.95), James 
LTurley explains just what a personal 
computer is, what it can do, how it does 
it and what it can do for you. 

If you are considering buying a PC, 
confronting one at work or have one and 
would like to know more about how it 
does what it does, then this book is for 
you. There is no technical jargon and 
even if the words are not all of one 
syllable they are pretty simple. 

Turley starts with a little about the 
history of the computer, for to under¬ 
stand anything one has to know a cer¬ 
tain amount about where, and how, that 
thing originated. With computers it is 
such a fascinating story that it is well 
worth the re-telling. 

He then goes on to detail the various 
makes, the prices - approximate, of 
course, because every year bri ngs price 
changes, usually down - the difference 
between hardware and software and he 
lists some basic computer terminology 
with an explanation of what the terms 
mean. 


THE WRITERS’ GUIDE 
TO DESKTOP PUBLISHING 


by KATHY LANG 
(Academic Press £9.95) 


W ith the birth of the desktop 
publishing programs a new 
wave of entrepreneur has arri¬ 
ved. With one relatively small PC and a 
printer, matrix, daisywheel or laser, any¬ 
one can become their own editor, prin¬ 
ter and publisher and the amount of 
people jumping on this particular band¬ 
wagon is increasing rapidly. 

Before the arrival of DTP if a club 
wanted a handbill, a church needed a 
monthly magazine, or a company an 
in-house newsheet, they either had to 
have them run off on a stencil or printed 
by a pukka company. Now anyone with 
an Amiga, an Apple, or even a C64, can 
aspire to become a Maxwell or a 
Murdoch. 

But the people who have found DTP 
most useful are writers. Instead of was- 
tepaper baskets full of ripped out, mis¬ 
take-filled, typewritten sheets of A4, a 
masterpiece - as long as the author is 
capable of it - can be produced which is 
perfect in every way. 

The trouble is that many writers are 
not computer-minded. It probably took 
them a good six months to fathom out 
the intricacies of the manual that 


accompanied their PC. And I speak as 
one who knows. 

So ’The Writer’s Guide To Desktop 
Publishing’ by Kathy Lang (Academic 
Press £9.95) will come as manna from 
Heaven to anyone struggling to decide 
which particular program to go for. Or, if 
you have already taken the plunge and 
are trying to keep afloat in a sea of 
incomprehensible directions, grab the 
lifejacket offered by Ms. Lang. 

For those who have not yet laid their 
money on the line, Lang shows what to 
look for in a DTP package in relation to 
what is required. After all, why let a 
salesman persuade you to go for an 
expensive DTP program plus graphics if 
all you want is to produce a simple 
newsletter? 

The book is split into three parts, 
each detailed with exactly what it con¬ 
tains so that those who have some 
knowledge of the workings of DTP 
programs can skip the bits they do not 
need to read without having to wade 
through the whole thing. 

Part One, for example, apart from 
the usual Introduction, lists the benefits 
- i.e. flexibility, time saving, improve- 


One of the things I particularly liked 
about this book is the way in which all 
the seemingly hi-tech language is fully 
explained in an understandable way. 

Do you want to buy a PC piecemeal 
or as a ’bundle’? Which kind would best 
suit your needs? Turley gives advice on 
both. (He advocates Commmodore, by 
the way, as one of the most inexpensive 
home computers and the Amiga ’which 
has an excellent colour screen and can 
make good, clear music as well’!) 

Laptops, the PCs that can sit com¬ 
fortably on your knees, and which are 
the fastest growing segment of the 
personal computer market are not for¬ 
gotten either. There is a detailed section 
on them, too. 

Computer languages, the difference 
between the word processor and the 
dedicated word processor, desktop 
publishing, an explanation of all the 
different operating systems are all co¬ 
vered in this comprehensive manual. 

For anyone who is not yet sure if they 
are ready for a PC this book will be a real 
aid. It proves that, contrary to what 
many non-users think, the personal 
computer is not a frightening square¬ 
eyed monster, ready to devour the 
timid, but a wonderful invention that is 
the servant not the master of those who 
use it. 


ment in quality of output, etc. - and the 
resources needed, money being just 
one, when considering buying a com¬ 
puter and its attendant DTP program. 

In Part Two are shown the require¬ 
ments needed in any specific DTP prog¬ 
ram, relative to what that package is to 
eventually produce. Do you need 
WYSYWIG (What You See Is What You 
Get)? 

Space is another important aspect. 
You can’t just plonk the whole lot on a 
shelf or a desk, even if it is called Desk 
Top Publishing. Seemingly simple but, 
maybe, unconsidered facts, need to be 
thought of. Such as the PC and the 
printer not being put on to the same 
surface. (The printer can produce vibra¬ 
tion which could upset the disk drive 
and the dust produced by the paper 
being passed through the printer can 
also create problems inside the com¬ 
puter). And what about the time re¬ 
quired to learn from either the manual or 
from a training course? That, too, needs 
to be considered. 

The final part shows howto produce 
a publication, plan the illustrations and 
design and layout the document. 

’The Writer’s Guide to Desk Top 
Publishing’ is concerned with the prac¬ 
ticalities of the subject and is written in 
an easy-to-read-and- understand style 
. This is a book for all who need advice 
and/or guidance on DTP and at £9.95 is 
worth every penny. 

DM. 
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HARDWARE & SOFTWARE 
SPECIALISTS 
NEW! SHOWROOM 
13 LANSDOWNE RD 
BOURNEMOUTH 
DORSET BH1 IR2 



S(0202) 24927 


AMIGA A500 + BATMAN 2 

BATMAN THE MOVIE ^. . 

NEW ZEALAND STORY Art of Chess (jlV6 dWdy! 

FI 8 INTERCEPTOR Wizball 

Buggy Boy Amegas 

Ikari Warriors Deluxe Paint II - Mega Paint Package 

Barbarian Microblaster Autofire Autoswitched 

Thundercats Joystick 

Terrorpods 10 x Blank 3.5" Disks 

Mercenary MouseMat £*Q/|C 

Insanity Fight Disk Box + Dust Cover 

AMIGA A500 

INCLUDING: 

• MOUSE• WORKBENCH 

• UTILITIES • MANUALS 

• BASIC • TUTORIAL 

• TV MODULATOR £289 

AMIGA A500 BATPACK 

• NEW ZEALAND STORY 

• FI8 INTERCEPTOR• DELUXE PAINT II -*-*-*-* 

• MOUSE • TV MODULATOR £320 

AMIGA A500/ 

1084(S) MONITOR £476 

AMIGA B2000/ 

PHILIPS 8833 

INCLUDING: 

• MOUSE • WORKBENCH 

• BASIC• UTILITIES® MANUALS 

• XT BRIDGE BOARD - . _ 

• 20 Mb HARD DISK £ 1 250 

AMIGA B2000 

INCLUDING: 

• MOUSE •WORKBENCH 

• BASIC •UTILITIES®MANUALS £799 


A500/A2000 

MONITORS 


1084(s) High res monitor.. 

Philips CM8833 High res. 

1901 C64-colour 

.£209 

.£199 

Call 

1900 C64-mono. 

.£119 

AMIGA EXTERNAL 

DRIVES 


Cumana Cax 354E. 

.£79 

AF880. 

.£78 

RF302C. 

.£74 

Supra 20Mb H/disk.. 

.£499 

★All drives IMb+on/off switch^ 


AMIGA ACCESSORIES 


A501-512k RAM.£109 

TV Modulator.£22 

MouseMat.£4.39 

Amiga dust-cover......£6.89 

3? 135TPIDS/DD...£9.99 


NEC 3.5" 1MB 
2nd DRIVE £64 


COLOUR PRINTERS 


Citizen HQ40.£352 

Epson EX1000.£543 

Hewlett Packard Paint Jet.£719 

NEC P6+.£469 

NEC P7+.£589 

Star LC10.£194 

Xerox 4020.£949 


Only £137.00 




Hugely successful 9 pin printer, the Star LC10 
provides 4 NLQ fonts (with 96 print 
combinations) at 36cps and 144cps draft. 

Has a large 4K buffer and IBM/parallel 
interface built in. Includes a comprehensive 
front panel operation and features paper 
parking, allowing single sheets to be used 
without removing tractor paper. 


PRINTERS 

Star LC10(P) 130CDS. 

.£139 

Star LC10 Colour. 

Star LC24-10(24 pin). 

.£189 

£269 

Citizen 120D. 

Commodore MPS1230. 

£105 
.£119 

Panasonic KXP1124 (24pin).... 

.£279 

Panasonic KXP1081. 

....£149 

Epson LX800. 

.£158 

Epson LQ500. 

....£250 

Epson FX850. 

.£409 

Epson FX1050. 

£382 

Epson EX800. 

.£369 

Fnson FXinm 

£419 


LASERS 


Citizen Overture.£1299 

HP Laserjet II.£1825 


A2000 HARDWARE 


A2000+1 Mb RAM.£869 

A2000+1084(s) monitor 

+bridge BD+20Mb H/disk..£1369 

A2000+1084(s).£1049 

20Mb hard disk..£299 

XT bridge BD. £299 


BATMAN SALE 

• BATMAN II 

• THE NEW ZEALAND STORY 

• FI 8 INTERCEPTOR 

• DELUXE PAINT I 



£59, 


CHRISTMAS SALE 

F501 512K 

RAM EXPANSION 


INC VAT & 


P7R 

Z. I U DELIVERY 


ALL PRICES EXCLUDE VAT 


CREDIT CARD MAIL ORDER 
AND EXPORT HOTLINE 

(0202)24927 

OPEN MON-SAT 9am-5.30pm 

All prices and manufacturers specifications subject to change 
without notice, please call before ordering. 


To: First Micro, 13 Lansdowne Rd, Bournemouth, Dorset BH1IR2 

I wish to order. 

My computer is.... 

I enclose cheque/P.O. for £.Inc VAT. 

Or charge my Access/Visa No. Exp. date. 

EX' 1 I I I I I I I I I I I I I I 


Name. 

Address. 


..Signature- 


Postcode.Tel No:. 















































































































Seeing is hardly believing, 
says Carolyn Beecroft, of this 
year’s Computer Graphics 
Show. 


Amiga A2000 


This year’s show proved that chan¬ 
ges in the hardware platforms avail¬ 
able to the producers of creative 
computer graphics are more far 
reaching than ever. The number of 
system vendors has contracted as 
prices have gone down but perfor¬ 
mance has rocketed. The systems 
contraction has, however, been more 
than outweighed by the number of 
software programs on the market¬ 
place. DTP is extending with the 
creation of sophisticated results now 
being the norm. Lower cost scanners 
are also now a real part of the 
computer graphics business: the 
Sharp JX series is a good example. 

Commodore Business Machines 
were there at the show in full force. 
CBM showed a number of peripheral 
graphics products running on the 
Amiga 2000. The A2000 as a high 
grade, low cost graphics workstation 
is ideal for a wide variety of applica¬ 
tions including graphics design, 
image processing, image storage 
and retrieval, animation, caption gen¬ 
eration and business presentations 
as well as DTP and CAD/CAM — often 
at a cost of a quarter or less than 
systems delivering similar results. 

The Amigraphics card from Hi- 


T hose who attended this year’s 
computer graphics show at 
Alexandra Palace witnessed 
something unimaginable only a few 
years ago. 

Then affordable, sophisticated 
computer graphics were little more 
than a desire. Nowadays they burst 
upon us with drama and creativity; 
simplifying tasks and yet making our 
visual existence increasingly com¬ 
plex. 

Astonishingly, considering the five 
or even six figure costs that were — 
and even are — still commonplace is 
the computer graphics field, the Ami¬ 
ga at a much lower price can still hold 
its own, as a hardware platform for 
even the most professional of stan¬ 
dards. 
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Hi-Tension _ Triangle T. V. 


IC VISIONS 




Tension was working with the A2000. 
This displays 256 colours on screen 
from a palette of 16.7 million at a 
resolution of 1280x1024. Also on 
show was the Caligari Professional 
from Techex (previewed in Decem¬ 
ber AUI) which allows the user to 
manipulate a 3D image in real time. 

The Sharp JX 300 scanner — with 
ASDG’s Pro ScanLab interface — was 
the star of the Commodore Stand. 
Developed by ASDG, in the US but 
now distributed through their own 
company in the UK, the scanner 
package enables the user to scan in 
an image in 24 bit planes offering all 
16.7 million colours. Also on board is 
the Postscript language which allows 
colour separations to be pulled into 
DTP presentations and output to a 
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Linotron for typesetters and printers 
the under £100 entry level will add 
simplicity of operation to this pack¬ 
age. This type of scanner package 
holds dramatic advantanges in both 
cost and time for anyone involved in 
computer aided publishing. 

CBM also demonstrated a number 
of A2000 computers networked to¬ 
gether using the Amiganet card from 
Hydra systems. This enables users 
to share resources such as files, data 
printers and those graphics periph¬ 
erals as discussed above. 

A further interesting system on 
show at Commodore’s stand was the 
Colourline Test Animation system 
from Chromacolour. This provides 
professional full colour line testing 
for animation and shows great flexi¬ 
bility of use: the system would be 
equally useful for both presentation 
and educational purposes and could 
be employed anywhere from schools 
and colleges to design studios and 
advertising houses. 

The astonishing progress made in 
computer graphics in recent years 
was obvious even in the spectacular 
demonstration on the many stands at 
the show. Household names like 
Quantel with their Paintbox are now 
offering ‘cutdown’ versions which 
look little different from the full power 
originals but at much lower prices. 

We shall also see the results of 
widespread computer graphics in TV, 
video, computer entertainment and in 


co 

.1 

1 

I 

I 

CO 

§ 
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the latest electronic buzzword — 
Multimedia, the combination of 
broadcast, barrowcast (cble), video 
and computerised input. 

With high resolution monitors be¬ 
ing paraded by Hitachi; thermal 
transfer colour printers from Am- 
bitron; and colour copy systems from 
Ilford Photo Company, this years 
graphics show was a haven for any-, 
one involved in computer aided 


publishing where we look to be on the 
edge of a revolution. The sheer visual 
power of the fantastic products to be 
seen was dazzling 3 whole days at the 
show would not have been enough to 
soak up all the available and desir¬ 
able technology. It was awe-inspiring 
viewing; if you missed it this year be 
sure to go next, otherwise you may 
find that you are out of the picture on 
tomorow’s world. G.B. 
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MEGA '45' PRICES! 


Amiga 


MEGA '45' PRICES! 



COMMODORE 64 SOFTWARE 




Disk 

Tape 

Continental Circus. 


£9.45 

£6.35 

Shinobi. 


£9.45 

£6.45 

Dynamite Dux. 


£9.45 

£6.45 

Bomber. 


£9.45 

£6.45 

Cabal. 


£9.45 

£6.35 

100% Dynamite.. 


£12.85 

£9.45 

Batman: The Movie. 


£9.45 

£6.45 

Laser Squad... 

.(Blade) 

£9.45 

£6.45 

Beach Volley. 


£9.45 

£6.45 

Dragon Spirit. 


£8.45 

£6.45 

Powerdrifi....... 


£9.45 

£6.45 

Caldregons Domain. 


£9.45 

£6.45 

Quarterback... 


£9.45 

£6.45 

Stunt Car...... 


£13.45 

£9.45 

Super Quintet.. 


£9.45 

£6.45 

Super Wonder Boy. 


£9.45 

£6.45 

EyeofHorus.. 


£9.45 

£6.45 

Rainbow Island. 


£9.45 

£6.45 

Operation Neptune.. 


£9.45 

£6.45 

Weird Dreams.. 


£9.45 

£6.45 

Paul Gascoigne Super Soccer 


£9.45 

£6.45 

F.l. Manager. 


£9.45 

£6.45 

Action Fighter. 


£9.45 

£6.45 

Gemini Wing.. 


£9.45 

£6.45 

Robocop.. 


£9.45 

£6.45 

Vigilante. 

.(US Gold) 

£9.45 

£6.45 

Battlechess .. 


£9.45 

— 

Rick Dangerous.. 


£9.45 

£6.45 

Graham Gooch All Star Cricket 

....(Audiogenic) 

— 

£6.45 

Indiana Jones & The Last Crusade.. (Lucasfilm) 

£9.45 

£6.15 

The New Zealand Story. 


£9.45 

£6.45 

The Tolkien Trilogy.. 


£12.45 

£8.45 

Xenophobe.. 


£9.45 

£6.45 

A.P.B. 


£8.45 

£6.45 

Captain Fizz. 


£8.45 

£6.45 

Citadel... 

(Electric Dreams) 

£9.45 

£6.45 

Leonardo.... 


£9.45 

£6.45 

HeatWave... 


£12.45 

£8.45 

Ringside.. 

. (E.A.S.) 

£9.45 

— 

Rainbow Warrior. 


£9.45 

£6.45 

Kayden Garth. 

. (E.A.S.) 

£9.45 

£6.45 

Ches$master2000 . 


£9.45 

— 

FirePower... 

. (Micro Illusions) 

£9.45 

£6.45 

Ghostbustersll.. 


£9.45 

£6.45 

Thunderbirds...... (Grandsiam Entertainment) 

£9.45 

£8.45 

Black Magic. 

. (E.A.S.) 

£9.45 

£6.45 

Kings Of The Beach. 

. (Electronic Arts) 

£9.45 

— 

Heavy Metal.. 

.(US Gold) 

£9.45 

£6.45 

Moonwalker.. 

.(US Gold) 

£9.45 

£6.45 

Tusker. 

f 
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£9.45 

£6.45 


(0705) 670878 



COMMODORE 64 HARDWARE 

Power Cartridge.£13.45 

Fast Load Cartridge.£22.45 

COMMODORE AMIGA SOFTWARE 


Drivin Force. 


£15.85 

Toobin 

(Domark) 

£15.85 

Super Wonderboy. 


£15.85 

The Untouchables... 


£16.35 

Xenomorph. 


£16.35 

Bloodwych.... 


£16.45 

Cabal... 


£14.95 

Xenon II Megablasf. 


£12.75 

Batman: The Movie.. 


£14.95 

Galaxy Force.. 


£16.45 

Interphase ...................... 


£16.45 

Operation Thunderbolt..... 


£16.45 

The Lost Patrol. 


£15.75 

Continental Circus .... 


£13.45 

Fiendish Freddie's Big Top O' Fun 


£16.45 

Beach Volley. 


£15.75 

Populous:The Promised Lands... 


£6.45 

GeminiWing .... 


£12.75 

FutureWars... 


£15.75 

Powerdrift....... 


£16.25 

Gridiron. 


£16.45 

Damocles.......... 


£16.45 

The New Zealand Story. 


£15.75 

Ghostbusters II. 


£16.45 

Infestation.. 


£16.45 

Iron Tracker.. 


£12.75 

A.P.B...... 


£12.75 

Barbarian II... 


£15.75 

Dragon Spirit. 


£12.75 

Quartz... 


£16.45 

Ivanhoe... 


£15.75 

Demon's Tomb... 


£12.75 

Never Mind.... 


£13.45 

Bad Company...... 


£16.45 

Highway Patrol. 


£15.75 

Space Quest III. 


£16.45 

Strider... 

... (USGold) 

£16.75 

Xenophobe.... 


£16.45 

Shadow Of The Beast. 


£24.45 

Laser Squad.. 

.(Blade) 

£13.45 

Star Blaze.... 


£13.45 

Knightfbrce.. 

.(Titus) 

£16.45 

Bloodwych Data Disk. 


£10.45 

Horse Racing... 


£16.45 

Chicago 90. 


£13.45 

life 8 Death. 


£16.45 

Keef The Thief. 


£16.45 

Neuromancer.. 

(Electronic Arts/Interplay) 

£16.45 

Sim City.... 


£23.45 

Pictionary.... 


£16.45 


COMMODORE AMIGA HARDWARE 


Commodore AS90 20MB Hard Drive.£348.95 

Commodore AS90 CMOS RAM Chips x 1 (128k).£13.95 

Commodore A590 CMOS RAM Chips x4 (512k/0.5MB).£48.95 

Commodore A590 CMOS RAM Chips x 8 (1024k/1MB).£98.95 

Commodore A590 CMOS RAM Chips x12 (1536k/1.5MB).£148.95 

Commodore A590 CMOS RAM Chips x 16 (2048k/2MB).£198.95 

External Floppy Disk Drive.£68.95 

Cordless Mouse.£117.95 

Commodore A501512k/0.5MB RAM Expansion for A500 .£109.95 

Minigen.£99.95 

Commodore A520 Modulator.£22.95 

Commodore MPS1200S Serial Printer.£159.95 

ATHD-20 Bundle: 

Commodore Amiga B2000 (Latest Version) 

1MB RAM 

Commodore 1084P Monitor 


20MB Autoboot Amiga Hard Drive & Controller 


AT (80286) Bridgeboard with 1M6 RAM 

Superbase Personal. £2395.95 

ATHD-40 Bundle: 

Same as ATH D-20 but with 40M B Hard Disk.£2595.95 

COMMODORE AMIGA 
PERIPHERALS 

Konix Navigator Joystick (Auto Fire).£8.99 

Sureshot lipstick (Auto Fire).£12.95 

Konix Speedkingf Auto Fire). £8.99 

Mouse Mat.£3.35 

Dust Cover.£3.35 

10 x3.5" Floppy Disks inc labels.£6.50 

VIDI-Amiga.£79.95 

VIDI-AmigaPAl.£94.95 


Xenon Technology, 71 Wadham Road, North End, Portsmouth, 
Hampshire P029ED. Telephone: (0705) 670878. 

Special Offers!?! Any less and we'll be giving them away. "And why not?" I 
hear you ask? Because we're not as silly as the competition looks!! What 
competition? With Xenon Technology there is no competition! 

> xenon (zen', zen' on) a zero-valent element (Xe; atomic number 54), a 
heavy gas present in the atmosphere in proportion of 1:17x10E7 by volume. 

> technology (tek'n-O-lo'ji) the practice of any or all of the applied 
sciences that have practical value and/or industrial use: technical method(s) 
in a particular field of industry. 

> xenon technology (zen on tek'n-o-l-lo'ji) the best definition! 

All products are dispatched within 24 hours (subject to availability) by FIRST 
CLASS post. All new titles are dispatched when released. All prices shown are 
fully inclusive of VAT, postage, packaging and a full guarantee (please add 
£1.35 per item overseas). Please make cheques or postal orders payable to 
"Xenon Technology". For a full catalogue send an S.A.E. 

To order simply write on a piece of paper, your name, postal address, a 
telephone number (if possible, only used when absolutely necessary), and the 
software title (with the machine model). Then put in your payment (either a 
cheque or a postal order) and then pop it in the post (not forgetting of course our 
name on the fronmt of the envelope and a stamp). 

VAT Registration Number: 543 9020 57 

Proprietor: Steve Lowe 

Note: Xenon Technology is Mail Order Only. 


































































































































More 64 
Power 


Be a Game 
Writer! 

Peter Gerrard advises you how to get more 
power to your games writing elbow 


L ast month we looked at the topic 
of trying to earn some money out 
of your computer and thus try to 
make it pay for itself. This seemed to go 
down rather well (money being in short 
supply these days, it seems), and so I 
thought I’d continue the theme by look¬ 
ing at more general ways of submitting 
games rather than the very specific 
topic of just the one game that was 
covered last time around. We’ll stick to 
the adventure/fantasy genre, since it is 
the one I know best. I’ve only ever tried 
to write one arcade game, which had 
about as much action as a heavily se¬ 
dated tortoise, so I can’t claim to know 
very much about either the writing or 
marketing of such games. Adventures 
and fantasy games, on the other hand, 
are very much grist to the Gerrard mill: 
even so, you should still be able to apply 
these guidelines to whatever field in¬ 
terests you specifically, be it arcade or 
adventure, or even strategy and 
spreadsheet. 

Most of us play games, which is 
presumably why we read various sec¬ 
tions of this magazine and then wander 
off into the night as Trollslayer Gerrard, 
but have you ever given a thought to the 
games themselves? How did they come 
to be what they are? Who designed 
them, who thought them up in the first 
place, who’s getting the royalties from 
the sales? More importantly, why isn’t it 


you? If everyone’s got a good book in 
them, as that old adage has it, then 
everyone should have a good fantasy 
game in them. I’ve designed several 
games that have been marketed, sub¬ 
mitted ideas that have been accepted, 
so if I can do it then I’m sure you can. 
Last month we read about just one such 
idea, Level 9’s Scapeghost, but you can 
submit games just as much as you can 
submit ideas. 

However, there are ways of submit¬ 
ting games successfully, or at least 
ways that will give you a better chance 
of success, and there are ways of ensur¬ 
ing that you find the nearest waste pap¬ 
er bin in the never ending game that is 
indulged in by office staff all over the 
world: waste paper basketball. One way 
of not submitting games was demons¬ 
trated by someone who once sent in a 
game to me in the hope that I would look 
favourably upon it and see fit to mention 
it in a national computer magazine. It 
was recorded over one of my old 
games. Very funny, very witty ha ha, but 
just as board game specialists Eldrich 
would not be impressed by a game 
scrawled over the top of one of their old 
boards, so I was totally unimpressed by 
that particular submission. Nought out 
often, no mention in national computer 
magazine. So, just what are some of 
these ways of trying to improve your 
chances of success? 


The first may seem blatantly ob¬ 
vious, but many people fall down at this 
first hurdle. The game must be original, 
there is absolutely no sense in copying a 
game idea from company (a) and send¬ 
ing it to company (b) in the hope that 
they never look at each other’s pro¬ 
ducts. Of course they do, and even if you 
try changing names and certain events 
any sort of copying of that nature will 
soon be detected and not only will your 
game not get accepted, you might even 
get a law suit coming back at you. Your 
game just has to be original, otherwise 
you’ll have very little chance of success. 
It must also be playable. In that I don’t 
mean that it has to be as simple as, say, 
Space Invaders, but anything weighed 
down with twelve thousand rules that 
have to be constantly consulted is again 
going to stand next to no chance of 
succeeding. Rules are necessary, ob¬ 
viously, but too many "ah, you can’t pick 
up that rucksack on the night of the 
second moon following the birth of a 
daughter to the family of Grolon" situa¬ 
tions is asking for trouble. Only make 
things as complicated as they have to 
be, don’t over-complicate things with¬ 
out very good reason. 

With that in mind, it might seem like a 
reasonable idea to lookfor agood book, 
or something of that nature (film, play) 
that hasn’t yet been turned into a game. 
Copy that, in the sure knowledge of 
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instant success because the book (or 
whatever) has been such a major hit 
itself. Ah, well, there’s that teeny little 
subject called copyright, that which 
protects authors and their works. It also 
protects articles such as this, come to 
that, since I’m still alive and well and not 
yet dead for the statutory fifty years 
before copyright either ceases to exist 
or gets taken up by someone else. Or 
fifty years after publication, if said publi¬ 
cation is posthumous (which I sincerely 
hope it won’t be!). Check very carefully 
on the copyright of anything that you 
may look at in this sort of way, people 
are very zealous in guarding it, and if in 
doubt don’t use it. Think up something 
original of your own instead. Plagiarism 
is a plague. 

Having come up with something 
that is devastatingly original and bound 
to be a huge success, do explain how it 
all works to the people that you’re sub¬ 
mitting it to (and more on that topic 
later). They’re not mind readers, and 
need to be told in straightforward terms 
just how the game operates and how it 
all fits together. Just as you would like to 
be told when buying a game yourself. 
Look at the ones that you like the most, 
and see how the rules are explained 
there. And not only the rules, but de¬ 
scriptions of any characters that might 
be involved in the game, situations that 
might arise, that sort of thing. Role play¬ 


ing and fantasy games can be fairly 
complicated affairs at times, and if 
you’re not even sure about how you’re 
supposed to be playing the game then 
you’re not going to get very far. Conse¬ 
quently, people considering games for 
possible publication like to be told as 
much about them as possible. 

And there’s no point in being shy. If 
you think your game is better than any¬ 
thing else on the market, tell ’em so! 
Point out why, in your opinion, it outshi¬ 
nes other games, if you genuinely be¬ 
lieve that to be the case. Explain why it is 
better, what’s original about it, why it 
stands out from the crowd. Don’t wait 
for someone to think "hey, now THAT’S 
a good idea". Tell them it’s a good idea! I 
don’t mean just put something in for the 
sake of introducing an element that no 
other game has got: a one-legged gay, 
black wizard who used to be a coal 
miner until he hit on a new trade might 
appeal to some people, but not to many, 
I would imagine. Doesn’t appeal to me, 
anyway. Also, bear in mind that you are 
going to be slightly biased towards your 
own creation, and others might not see 
things in the same light as yourself. But, 
talking about lights, don’t hide yours 
under a bushel when it comes to sub¬ 
mitting games. Sometimes, just some¬ 
times, it pays to push yourself. 

Now then, how are you going to 
submit your game? Will it be as a set of 


notes, or as your own computer prog¬ 
ram, or as something written using a 
computer utility, or what? I would say 
that, unless you’re a very talented com¬ 
puter programmer, don’t bother prog¬ 
ramming it. And if you ARE a very 
talented computer programmer then 
people should be giving YOU ideas to 
program, not the other way around. I 
prefer the written word when it comes to 
sending off ideas, although a short de¬ 
monstration program of certain aspects 
of a game might not go amiss. For 
example, three little boxes with 
"graphics here, icons here and text 
here" would be okay if you were putting 
forward a game idea for a company that 
produced software for the computer 
that you’ve designed your demonstra¬ 
tion around. In the long run it’s probably 
best to stick to verbal descriptions and 
let someone else do whatever program¬ 
ming might be necessary. You don’t 
have to submit a computer game, of 
course, there are many board and other 
games about, so your game may well 
make your decision for you here. 

If you are submitting notes, then 
there are many golden rules to follow. 
You must, needless to say, be as neat 
and tidy as you possibly can. General 
layout has to be as attractive and read¬ 
able as you can make it (without going 
TOO over the top), and preferably typed 
as well. No matter how neat your hand- 
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writing (and why do women usually 
seem to have neater handwriting than 
men? Is this a universal rule?), it is not 
going to make a good impression if your 
game scenario runs to some 30 pages 
of biro. Or pencil, which is unforgivable. I 
know that not everyone has access to a 
word processor or typewriter, but it 
helps a great deal if you can make that 
access. Nobody in their right mind will 
ignore a brilliant idea, no matter how it’s 
presented, but it will help the chances of 
a reasonable idea if it at least looks the 
part. 

Spelling and grammar are two other 
important points when it comes to your 
presentation. Nothing grates on the 
reader as much as a whole pile of spoil¬ 
ing mistooks, like wot I have just made. If 
your spelling isn’t so hot, get a diction¬ 
ary. If your grammar isn’t up to scratch, 
then it helps a lot if you read your sub¬ 
mission out loud. Or better still, get 
somebody else to read it for you. You’ll 
soon spot any obvious mistakes, and if 
it survives the reading test then you’ll 
probably be all right. 

Be courteous to the company that 
you are sending your submission off to, 
and include return postage. If it costs 
you (say) #1.50 to post everything, then 
put #1.50 worth of stamps in with it. At 
least that way you can more or less 
guarantee that you’re going to get a 
reply, whether it is in the positive or not. 
Companies (generally) feel guilty about 


not using stamps that have been sent 
with the obvious intention of paying for 
any return postage. 

Strangely enough, the next aspect 
of game submission applies equally 
well to board games, or indeed any 
other, as it does to computer games. 
Make sure there are no mistakes in it! 
Computer bugs are easily spotted, but 
others might be harder to weed out. If 
your idea is for an adventure/role play¬ 
ing book, one of those with "if you wish 
to cast the spell of Cloritz on the evil 
demon, turn to page 54, but if you wish 
to cast the spell of Nomin, turn to page 
55" at the bottom of each page, make 
sure that you don’t set up an impossible 
situation that has the reader going from 
page 55 to page 57, back to 55, off to 57, 
and so on. Easily done, and not so easily 
noticed at the time, but no reputable 
publisher will look kindly on anyone who 
makes that sort of mistake. 

And speaking of publishers in parti¬ 
cular and companies in general, do en¬ 
sure that you send your idea off to the 
right people. It’s no use sending a com¬ 
puter game design to a company that 
only produces books, or a book idea to a 
company that only handles board 
games. They simply won’t look at it, no 
matter how good it is, and you’ll have 
wasted your time more than theirs. It’s 
surprising how many people send what 
are relatively good ideas off to com¬ 
panies that won’t be the remotest bit 


interested in them. Do your research 
first, know your potential market, and 
then you know that your idea will at the 
very least get considered and not re¬ 
jected outright. 

The only point in favour of sending 
something to the wrong company is that 
you won’t have to wait months for a 
reply, which you usually have to do if 
you’ve contacted the right sort of com¬ 
pany. That is the last major rule in sub¬ 
mitting game designs, be patient! The 
people you are dealing with are, on the 
whole, very busy souls who have little 
time to spare. They’ll always look at a 
new idea, that’s what they are there for, 
but don’t pester them every five minutes 
if you haven’t heard anything two days 
after you posted off your precious 
game. Give them at least six to eight 
weeks, and if you don’t hear anything by 
then a polite letter should be the height 
of your impatience. But if you haven’t 
heard anything by then anyway, the 
signs are not good. 

Persevere, dear readers, and bear 
all of the above in mind when sending off 
the fruits of your labour. I guess that 
treating companies with respect is the 
major rule of all. You say you’ve never 
thought of sending a game idea off to 
anyone? Why not, if you can come up 
with a good one. And with that thought I 
wish you every success and more, 
much more, power to your elbow. 

P.G. 



ACCESS 

AND 

VISA 

ACCEPTED 


SERVICES 


PHONE 

01-313-3968 


PRINTERS 


StarLCIO 165.00 

Star LC10 Col 219.00 

StarLC24-10 240.00 

StarLC24-15 425.00 

SeikoshaSP-180 118.00 

AmigaMPS1230 139.00 


TEL: 01-313-3968 
ALL PRICES 
INCLUDE VAT, 

& UK DELIVERY. 
Phone if 24 hour 
delivery required 


AMIGA A500 HARDWARE 


A500Batpack 

359.00 

A500 Batpack & 


8833 Monitor 

575.00 

A500 Batpack Plus 

389.99 

Class of the 90’s 

529.99 

MONITORS 

Phillips CM8833 

239.99 

DRIVES 

A59020Mb Hard Drive 

369.99 

A10103V 2 "Single Drive 

89.00 

Vortex40Mb Hard Drive 

520.00 

Cumana CAX354 3V 2 " Drive 

89.00 

Cumana CAS1000S 514" 


Drive 

129.99 

GAMES 

Hard Drivin 

13.99 

Chase HQ 

17.49 

Turbo Out Run 

17.49 

Ghostbustersll 

17.49 

FI 6 Falcon 

20.99 

Populous 

17.49 

Shadow Of The Beast 

24.50 

Light Force 

17.49 

RVF Honda 

17.49 

New Zealand Story 

17.49 


BATPACK PLUS 


Batman the Movie (game), 

New Zealand Story, FI 8 Interceptor, 
Deluxe Paint II, Plus 10 3V 2 " Disks, 
Zynaps, Exolon, Cybernoid II, 

Battle Valley, Stryker and Mega 
Blaster Joystick 

ONLY £389.99 


GRAPHICS 


Deluxe Paint III 

63.96 

Photon Paint II 

72.00 

Fantavision 

29.99 

Sculpt 3D 

63.75 

BUSINESS 

Superbase Personal 2 

74.99 

Data Retrieve 

39.99 

Publishers Choice 

79.95 

Home Office Kit 

115.00 

WordPerfect 4.1 

171.65 

ProText 

74.96 

Kind Words V2.0 

39.99 

ATerm 

39.95 

Maxiplan Plus 

112.46 


29 THE MALL, ELMFIELD ROAD, BROMLEY, BR11TR 






























BRISTOL: 30 Cannon Street, Bedminster..Tel: 0272 663312 

BRISTOL: 42 Cannon Street, Bedminster..Tel: 0272 637981 

BRISTOL: 3 North Street.Tel: 0272 666341 

CARDIFF: 87 City Road.Tel: 0222 483069/471600 

NEWPORT (Gwent): 54 Commercial Road.Tel: 0633 212176 

WESTON-S-MARE: 16 West Street.Tel: 0934 419040 

SWINDON: 31 Farringdon Road.Tel: 0793 512073/4 

HASTINGS: 36 Robertson Street.Tel: 0424 422929 


Panasonic Printers 



£129 + vat 

£ 148.35 


KX-P1081 

• 120 CPS DRAFT 

• 24 CPS NLQ 

• IBM/EPSON 
COMPATIBLE 

• FRICTION AND 
TRACTOR FEED 

• CENTRONICS 


KX-P1180 


4| • 192 CPS DRAFT 

• 38 CPS NLQ 

• 4 BUILT IN FONTS 

• IBM/EPSON 

£160 + VAT =£184.00 



KX-P1124 


• 24 PIN PRINTER 

• 192 CPS DRAFT 

• 38 NLQ 

• EPSON LQ + IBM 
EMULATION MODE 

£273 + VAT - £314.00 



LASER KX-P4450 


• 300 DPI 

• 512 MEMORY 

• SERIAL PAR 

• 1 YEAR ON SITE 
WARRANTY 


£1400 + vat 
=£1610 


HARD CARDS & HARD DISKS 

EX VAT INC VAT 


21 MBYTE. 

. 190 

219 

32 MBYTE. 

. 225 

269 

42 MBYTE. 

. 286 

329 


ALL HARD DISKS ARE FORMATTED 
PLUS FREE SOFTWARE 
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rchimedes 



EX VAT INC VAT 

A3000 £599 £688.85 

410/1 £1025 1199 

410/2 £1450 1567 

440 

BASE. £2147 £2469.00 

MONO. £2187 2515.00 

COLOUR. £2300 2645.00 

PC EMULATOR...£68 78.20 

NEC MULTISYNC MONITORS 

MULTI II...... £460 529.00 


BUSINESS 
MACHINES FROM 

COMMODORE 

PACKARD-BELL 

SAMSUNG 

ATARI 

AMSTRAD 

For the most 
competitive prices 
on stand alone or 
special bundled 
systems. Our prices 
include full 
installation of any 
software you 
purchase at the 
time and full 
telephone support. 
Service contracts 
can easily be 
arranged to suit 
your needs. 


EPSOM PRINTERS 
NEW LX850 
£199 +VAT = 
£228.85 
LQ550 

£280 + VAT = £322 
MANNESMAN TALLY 

The NEW 

• DRAFT 130 CPS £120 

• NLQ 24 CPS +VAT 

• CENTRONICS £138 


AMIGA B2000 

Internal 3V Disk Drive, 
Workbench 1.3, 
AmigaBasic, Mouse and 
Manuals 

Now with new 1 Megabyte 
Graphics chip 

£869.57 + VAT = 
£1000.00 


AMIGA A2000 

Internal 3i Disk Drive, 
Workbench 1.3, 
AmigaBasic, Mouse and 
Manuals, Phillips 8833 
Colour Monitor, PC XT 
Bridge Board, 51" 360K PC 
Disk Drive, 20 Megabyte 
Hard Drive 
£1380 + VAT = 
£1587.00 



CITIZEN 



* 120 CPS DRAFT 

* 24 CPS NLQ 

* FRICTION AND 
TRACTOR FEED 

* 4K BUFFER 

£120 +VAT = £138 

HQ - P45 24 PIN 
WIDE CARRIAGE 
£340 + VAT = £391 



AMIGA 

A500 

BATMAN PACK 

Workbench 1.3, 
AmigaBasic, 
Mouse, TV 
Modulator, Power 
Supply Unit and 
Manuals 

Plus £150 of FREE 
Software 

£339 + VAT 
= £389.85 



1 MBYTE SECOND 
DRIVE ONLY 
£69 + VAT 

£79.95 

512K RAM 
ONLY £86 + VAT 

£99 


AMS ADVANCE 
BUSINESS CENTRE 


-IL. 


Primers 


LC10 & LC-IOc 

EX VAT 


INCL VAT 


• 6 BUILT IN POINTS 

• 120 CPS 

• 30 CPS NLQ £139 £159.95 

• 4K BUFFER 

LC-10 COLOUR 

• FULL COLOUR 
PRINTER 

• PLUS ALL THE 

ABOVE FACILITY £190 £218.50 

AS LC10 

LC-24 

• EXCELLENT 24-PIN 

• NLQ-BUILT IN 
FONTS 


£230 £264.50 


NX-15 

• WIDE CARRIAGE £286 £328.90 


PHILIPS 

MONITORS 

EX VAT INC VAT 

Mono 7502 £68 £78.28 

Col 8833 £225 £258.75 

Col 8852 £268 £299.90 


THINKING, OR ABOUT TO 
PURCHASE A COMPUTER 
SYSTEM? 

Contact ACE Computes for a 
realistic and professional 
approach, from £360.00 for a 
PC Compatible to a UNIX 
based multiuser system, 
specially written software or 
Word processing packages, 
we can ensure an easy 
transition to computers. 

FOR FURTHER 
INFORMATION OR TO 
ARRANGE A VISIT FROM 
US. CALL OUR HEAD 
OFFICE OR LOCAL 
BRANCH 


IF YOU LIKE TO RUN 
YOUR OWN FRANCHISE 
PLEASE WRITE TO: 

ACE 

COMPUTERS 

No. 30, Cannon St, 
Bedminster, Bristol 


VA T AND NEXT DA Y DELIVERY INCLUDED. PRICES SHOWN ARE A SPECIAL; 
ALL PURCHASES MUST BE ACCOMPANIED BY THIS ADVERT 







































































































Sharp’s colour scanner 




From punchcards to a computer controlled by your 
eyes , it seems we need something between us 
and the computer. Or do we? Tony Horgan 
examines the matter 


W ithin the central processor of 
any computer, information can 
be processed at very high 
speeds, but before the central proces¬ 
sor can be set to work, the data and 
programs must be entered into the 
computer’s memory. This is done by 
means of input devices which provide a 
vehicle for communication -an 
interface- between the computer and 
its users. 

Some form of intermediate coding is 
required to bridge the gap between the 
language of human beings and the in¬ 
ternal machine code language of the 
computer: humans are able to recog¬ 
nize and understand the relationships 
between numerals, characters and 
symbols, whereas within the internal 
store of a computer the various electro¬ 
nic circuits are only able to respond to 
patterns of electrical impulses. There 
are often various stages of translation 


between the original character repre¬ 
sentation used by humans and the in¬ 
ternal code of the computer, punched 
cards being an early example of an 
intermediate medium. 

Initially, during the course of a com¬ 
mercial procedure, a clerk might enter 
details of a transaction onto an original 
document (for example, an order form). 
Acopy of thisform would bedispatched 
to the data preparation centre where an 
operator using an automatic key-punch 
would punch the information into a card 
in accordance with a standard pun¬ 
ching code. This card might then be 
checked by a further operator using a 
punched card verifier, and in this way 
the initial stages were completed and an 
item of data was represented as holes 
punched into a card. The cards repre¬ 
senting a particular series of transac¬ 
tions would eventually be batched 
together and input to the computer via a 
card reader, which would read the cards 
and translate the information into a 
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series of coded impulses which could 
be transferred to the central processor 
and be stored in the computer’s mem¬ 
ory. The card reading head was often a 
photo-electric sensing device which 
was able to read signals. After a card 
had been read it was deposited in a 
stacker. The speed of card reading 
varied from one machine to another but 
an average would be in the region of 
1000 cards per minute. 

Paper tape was an input medium 
similar to punched cards and generally 
involved all the stages described abo¬ 
ve. First the data was punched into 
paper tape by means of a keyboard¬ 
operated tape punch, then it might be 
verified, and finally it was read into 
memory by a paper tape reader which 
might operate at about 1000 characters 


per second. 

Paper tape readers and card read¬ 
ers were fairly reliable devices and were 
designed to input large batches of data, 
but although, as mechanical devices, 
they operated at high speed, they li¬ 
mited the operation of computer routi¬ 
nes in which processing is carried out at 
electronic speeds. 

They were largely replaced by de¬ 
vices such as key-to-disk units, which 
allowed data to be written direct from 
keyboards to a magnetic medium with¬ 
out the need for the intermediate pro¬ 
cess of producing punched cards or 
paper tape, which are now little used. 

There are various programming and 
systems techniques which can be used 
to mitigate the limitations of these input 
devices, including the use of input buf¬ 


fers which permit peripheral units to be 
operated continuously at high speed. 
There is also the use of time-sharing 
techniques to enable the computer to 
perform other functions whilst waiting 
for input from a slow peripheral. With the 
development of on-line storage sys¬ 
tems and multiprogramming a further 
range of input devices appeared; these 
are devices which are permanently con¬ 
nected to the computer but which are 
situated at distant terminals to record 
transactions as they occur. Here it is not 
so much the speed of the device which 
counts, but the fact that the complete 
system is able to deal with the transac¬ 
tions as they arise - in real time. It is then 
mainly a question of considering the 
economics of the number and type of 
input devices required in order to deal 
with the volume of transactions to be 
handled at each transaction point. 

Another characteristic of these on¬ 
line input devices is that they frequently 
incorporate features to permit two-way 
communication; for example, intelligent 
terminals with visual display units can 
be connected via communications cir¬ 
cuits to a computer. This connection 
may be over long distances or may be 
part of an in-house system. Here the 
operator may enter data directly into the 
system by typing on a keyboard and the 
computer may reply by causing a mes¬ 
sage to be printed directly at the inquiry 
terminal. 

“The documents are 
eventually batched and 
an optical character 
reader is used to read the 
information on the 
documents directly in to 
the computer systems. ” 


Character recognition systems pro¬ 
vide similar features; here it is often a 
question of prerecording data as char¬ 
acters on documents for optical char¬ 
acter recognition (OCR) or magnetic ink 
character recognition. For example, in 
electricity billing, documents may be 
printed with optical characters giving 
descriptive data for each customer. 
They are given to meter readers who 
add marks indicating details of electric¬ 
ity consumed since the last reading. The 
documents are eventually batched and 
an optical character reader is used to 
read the information on the documents 
directly in to the computer system. 
Bank cheques printed with magnetic- 
ink characters are another example of 
this type of system. Although these 
character recognition systems do not 


Commodore Computing February 1990 27 


























A massive version of the Marcus Tracker Ball 




28 Commodore Computing February 1990 


provide a direct on-line input to the 
computer they do allow data to be cap¬ 
tured more accurately, speedily and 
economically than other more conven¬ 
tional systems. 

VDUs have many applications as 
input devices in real time systems. They 
usually have keyboards to enable trans¬ 
actions or inquiries to be input directly 
into the central computer, and have 
cathode ray tube (CRT) display units to 
enable results to be presented to the 
inquirer. 

There is, however, more to input 
devices than payrolls and filing sys¬ 
tems. The most exciting developments 
for input devices are not occurring on 
the mainframes of banks and sorting 
offices, but on the home micro scene. 

Computer game control has long 
been dominated by the digital joystick. 
Although the moving of a joystick is 
unlike almost any action you would per¬ 
form away from a computer, its com¬ 
patibility with a computer’s on/off men¬ 
tality makes it an excellent human-to- 
computer interface. That is fine for most 
games, but when it comes to simulating 
the real world, things get a little more 
complex. 


The problem is that while the com¬ 
puter lives in a digital world, ours is 
analogue. That is, all the computer can 
actually understand is yes or no, 1 or 0, 
on or off. We living organisms on the 
other hand, can come to terms with 
varying strengths and degrees of 
things. Playing a simulation of a race 
around Brands Hatch for example, we 
may decide to negotiate a corner by 
turning gradually to gain the best line, 
before pulling over sharply to round the 
bend. Fair enough you may think, but 
the only option a digital joystick gives us 
is to turn or not to turn. Atari set the 


joystick standard with their VCS games 
console. With four switches, which 
allow control in eight directions with 
diagonals, and a single fire button, it is 
still the most popular game controller. 

“A tracker ball works just 
like an upturned mouse, 
so the user rolls the ball 
directly 

The answer comes in a few forms: a 
mouse, a trakker ball, or a steering 
wheel (in the case of an arcade machine) 
would be the most common. As we 
know, these allow various degrees of 
movement, but to do this they have to 
convert our analogue input into a digital 
form readable by the computer. The 
way a mouse achieves this is to count 
how many times the rollers (which are 
moved by the ball) turn in each short 
space of time. This way, the computer 
has a solid figure to work from. A trakker 
ball works just like an upturned mouse, 
so the user rolls the ball directly. Where¬ 
as a mouse demands a clear, flat surfa¬ 
ce, over which to roll, the trakker ball 
stays put on the work surface, whilst 
giving a comparable degree of fine con¬ 
trol, which makes it a favourite among 
graphic artists. 

Analogue to digital conversions play 
a major role in the majority of input 
devices. A scanner for example, scans 
an image which could be made up of an 
infinite number of shades. In a similar 
fashion to a photocopier, it uses a laser 
to'pixelise "the image, and converts it to 
bits for manipulation within the compu¬ 
ter, after which it can be output as film 
for printing. The same analogue to digi¬ 
tal story can be told of many other input 
devices, such as sound and graphics 
digitisers, light pens, graphics tablets, 
and voice recognition devices, to name 
a few. 

Touch sensitive screens, which just 
a few years ago were the wild inventions 
of science fiction novelists, are now in 
use in many offices, and voice activated 
software is becoming increasingly 
popular. Devices which can sense cer¬ 
tain bodily movements are also appear¬ 
ing. Computer games in which the play¬ 
er wears a sensitised glove, along with 
special glasses to give all-round vision, 
are in development. Similar systems are 
also helping paraplegics, with machi¬ 
nes that can be operated simply by eye 
movement! With all this technology 
helping us here and now, who could say 
how the human to computer interface 
will look in thefuture. Project the lastfew 
years’ technological advances a short 
way ahead, and a direct hotline from 
brain to computer does not look such a 
wild dream after all. 

TJL 













has never been so much 


You can give your children a head start with the Fun School 2 
teaching programs. If you have a computer in your home, you 
have already realised its educational potential. Database 
Software and Croftward Publishing brings you a fantastic 
learning package for both the Commodore 64/128 and Amiga 
computers. Colourful graphics will entertain and amuse your 
children, as well as providing comprehensive tuition. 



Available for three age groups, the Fun School 2 programs actually 
monitor the child's progress. The skill level — initially set by the 
parents — is automatically adjusted to suit the child's ability. 

Each package contains; Detailed Instruction booklet giving 
educational help to parents and teachers, together with a guide to 
using the programs and a colourful button badge. 

FUN SCHOOL 2 for UNDER 6's consists of; 

• SHAPE SNAP: COLOURFUL SHAPE RECOGNITION 

• FiyDJHE MOLE: EXPERIMENT WITH NUMBER SIZES 

• TEDDY COUNT: IDEAL INTRODUCTION TO NUMBERS 

• WRITE A LETTER: CREATIVE FUN AT THE KEYBOARD 

• COLOUR TRAIN: PLAY AT SPOTTING COLOURS 

• PICK A LETTER: EASY STEPS TO WORD BUILDING 

• SPELL A WORD: ENJOY NAMING THE PICTURES 

• TEDDY BEARS PICNIC: MOVE AROUND A MAZE 

FUN SCHOOL 2 for 6-8 YEARS OLD consists of; 

• NUMBER TRAIN: CALCULATIONS MADE ENJOYABLE 

• SHOPPING: WHICH SHOPS FOR WHICH PRODUCTS? 

• MATHS MAZE: FUN IMPROVING ARITHMETICAL SKILLS 

• TREASURE HUNT: AN INTRODUCTION TO CO-ORDINATES 

• BOUNCE: GET TO GRIPS WITH ANGLES 

• PACKING: DISCOVER INTERLOCKING SHAPES 

• CATERPILLAR: WORD-BUILDING CHALLENGE 

• NUMBER JUMP: HAVE FUN PRACTISING TABLES 
FUN SCHOOL 2 for the OVER 8's consists of: 

• BUILD A BRIDGE: SHAPE-FITTING CHALLENGE 

• PASSAGE OF GUARDIANS: ENJOY ANAGRAMS 

• UNICORN: A TEST OF LOGICAL THOUGHT 

• LOGIC DOORS: MAPPING MADE EASY 

• SOUVENIRS: AN INTRODUCTION TO TRAVEL 

• CODE BOXES: DISCOVER BINARY ARITHMETIC 

• MYSTERY MACHINE: CODE-BREAKING FUN 

• ESCAPE: A FINAL CHECK ON PROGRESS 

Now children can enjoy using their parent s computer while 
learning at their own pace. 


SAVE UP TO £ 14.93 



COM 64/128 CASS 

COM 64/128 DISK 

AMIGA 

UNDER 

6's 

£8.95 

£10.95 

£16.95 

SAVE £1 1 pro To t 3 code 

SAVE £2| PR0 °^ C0DE 

SAVE £3| PROD fo T 9 CODE 

6-8 

YEARS OLD 

£8.95 

£10.95 

£16.95 

SAVE £1 1 PROD Vfo4 CODE 

SAVE £2 1 PRO To T 7 CODE 

SAVE £31 proo ^ 6 code 

OVER 

8's 

£8.95 

£10.95 

£16.95 

SAVE £1 1 pro T 0 T 5 CODE 

SAVE £2| pro To T 8 CODE 

SAVE £31 pro To T 7 CO “ 

TRI¬ 

PACK 

£25.00 

£30.00 

£45.00 

SAVE £4.85 | pro To t 3 code 

SAVE £8.95 | pro To T 4 CODE 

SAVE £14.95 1 PRO To5 CODE 


PLEASE SUPPLY THE FOLLOWING PRODUCTS 


NAMF TO; CROFTWARD LTD 

AnnPF^ 40 BOWLING GREEN LANE 

LONDON EC1 RONE 


POSTCODE:_TEL:_SIGNATURE: 


Product 

Code 

Description 

Qty 

AMIGA 

COM 64 
CASS DISK 

Price 


FUN SCHOOL 2 UNDER 6's 







FUN SCHOOL 6-8 YEARS OLD 







FUN SCHOOL 2 OVER 8's 






Please make cheques payable to: 1 1 1 I 1 1 P&P 

CROFTWARD LTD or debit my 1 - II - I I - 1 TOTAL 




Access/Visa Account: CHEQUE ACCESS/VISA OTHER 


Please add £1.50 p&p for all 
orders outside U.K. & N. Ireland 
PLEASE ALLOW 28 DAYS FOR DELIVERY 


EXPIRY DATE:. 


















































/ Compet/tmis - 



YOUR WORDS 


with AUDIOGENIC and WORDSTYLE! 


Are your words lacking a certain something? You know, that indefinable extra thingy, that would give 
them just that little bit more? You obviously need a decent wordprocessor, and what better choice than 
Audiogenic’s Wordstyle? 

Wordprocessing has never been so much fun! Since we installed it in the CCI offices last Thursday, 
so transfixed by its elegance and ease of use were we, that a whole year’s worth of editorial material 
has been knocked up in a matter of days! Yes it’s true, Wordstyle has ousted the former office favourites 
Kick Off and Stunt Car Racer, and now rates as the first choice for a bit of relaxation. In fact, we’ve made 
up a special version with a "boss key", which displays a mock game screen if the Ed is doing the rounds! 

Veterans of the Commodore software scene, Audiogenic have given us no less than a 
finger-cramping TEN copies of their inspiring wordprocessing package! You could be one of a double 
quintet of winners, if you can correctly answerthe questions below, put the answers on a postard, and 
pop them in the post to us. The first ten correct entries to spring forth from the bingo machine, will earn 
their senders a copy of Wordstyle. 


1. Audiogenic won the CCI Oskars for Best Arcade Game and Best Sport Simulation, with which game? 

2. Since when have Audiogenic produced Commodore software? 

3. By what name was Audiogenic formerly known? 


Answers on a postcard to: 

CCI 

Wordstyle Competition 
40 Bowling Green Lane 
LONDON 
EC1RONE 
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WORD 


Supersoft 

Wordprocessing made easy and cheap says 
Anthony Mae! of a 64 classic 



E ven if you start off by thinking of 
your Commodore 64 as just a 
games machine, you soon realise 
that it is a lot more. Over the seven or so 
years it has been around, it has found 
many more users than those who see it 
merely as a vehicle for driving games or 
a weapon to get rid of all aggression by ' 
shooting everything in sight. When the 
64 came out it was regarded as being 
capable of providing the computing 
power to run businesses or scientific 
applications. And one of the major areas 
in which it scored highly was word pro¬ 
cessing, it meant, practically for the first 
time, there was available to the home 
user a real and powerful computer 
which let you carry out a considerable 
range of text operations, especially 
easy things like writing letters. 

Many word processing packages 
were created for the 64, some good, 
some very good and some not so good. 
One of the best was Wordstyle, pro¬ 
duced by Supersoft who have been 
writing Commodore computer soft¬ 
ware since 1978 when they started with 
the PET. 

Unlike many 64 Wordprocessors, 
Wordstyle is still in production and has 
been updated many times. It now has 
the status of a classic program and has 
been going so long you can be sure it is 
’bugless’. 

Ringing Bells 

Wordstyle is easy to use and works 
on both the 64 and 128 computers. It 
comes, a very important point this, in 
cassette form, and you save your text to 
cassette or disk. 

There is nothing complicated about 
Wordstyle and of course, as you would 
expect for such a price, it does have its 
limitations. For example, it will only take 
254 lines of text in a single document but 
that is enough to cover four A4 pages. 
You can then start other documents. It 
has some real life touches such as a bell 
pinging and a light flashing when you 
get close to the right hand margin, like a 
typewriter. In fact, the whole program is 


very little more difficult than using a 
typewriter which makes it ideal for the 
first time wordprocessor user. 

Incidentally, even if you hear the 
margin bell, you do not have to change 
the line. The program automatically 
wraps around the sentence for you. 

You current errors simply by typing, 
sorry keying, over the incorrect others 
and you can use the macro keys like F3 
to shift you to the bottom of the page. 

Technicolour Text 

You can delete whole lines, very 
useful if like me you often change your 
mind about what you are writing or 
move blocks of text from one place to 
the other in your document with a single 
keystroke. 

It will centre, set margins, reformat 
the text or change the text size. It will 
even let you have your text in anything 
from yellow and light grey to blue or 
purple, Word Processing in glorious 
technicolour! 

One of the neatest ideas that Word- 
style permits is it lets you hold, in a 
separate area, a second document to 
the one you are working on - and then 
move it into your text when you want it. It 
works through a kind of window (not to 
be confused with the Windows program 
that runs on PC's and costs hundreds of 
pounds! Though Wordstyle does func¬ 
tion on the same principle). You can 


even scroll the window or grab text from 
it. 

Printers 

Of course, you don’t need a printer 
to use Wordstyle and you might find it 
fun just to start with it to get experience 
manipulating text. However, if you really 
want to use it properly you will require a 
printer. We don’t know with which it will 
not work but there may be some! 

Though Wordstyle was never cre¬ 
ated to provide competition to Word¬ 
Perfect, the the world leader in W/P, 
(Iwhich costs about £300!) it is an excep¬ 
tionally user-friendly and undemanding 
package. It has over the years been 
perfected by Supersoft one of the lead¬ 
ing companies in the field who as with all 
their products give excellent support if 
you need them. 

If you are starting out, or have just 
made up your mind to try wordproces¬ 
sing on the 64 or 128, you could not find 
an easier or better value piece of soft¬ 
ware. Highly recommended - especially 
for beginners. 

A. M. 

Price: £17.95 (Cassette), 

£19.95 (Disk) 

Contact: Tel: 01-8611166. 



Commodore Computing February 1990 31 

















Len Keighley takes a tour around the latest 
edition of the Norton utilities 


T he latest edition of the 
famous Norton Utilities has 
now been released. The 
Advanced Edition, Version 4.5, 
builds on the previous versions 
by enhancing existing utilities 
and providing a number of new 
ones that even further advances 
the status of the Norton software 
in the PC community. 

The first noticeable change to 
the package is a new manual 
entitled ‘The Norton Trouble 
Shooter’. This book is aimed at 
helping the hard disk user to 
solve simple day to day running 
problems such as overwritten 
and erased files, through to major 
problems like a bad FAT or Root 
directory. It does this in a step by 
step manner which first of all 
diagnoses the problem, before 
passing on to the solutions that 
are available to get round that 
problem. Diagnosis is carried out 
by utilising a list of common 
problems and/or error messages 
and the results of running the 
CHKDSK utility. Having iden¬ 
tified the correct symptoms of the 
problem in these lists a step by 
step procedure is provided to 
correct the problem. One of the 
options is to run the Norton Disk 
Doctor (NDD) utility which will 
attempt to automatically identify 
and correct the problem. 

Enhancements 

The enhancements to the soft¬ 
ware in the package includes 
changes to the Norton Change 
Directory (NCD) utility to provide 


a means of renaming directories 
and quicker navigation through 
the directories. The main Norton 
Utility (NU) program has also 
been amended to streamline 
navigation through the utility and 
now provides the facility for 
viewing and editing disk files 
and sectors. 

The Speed Disk (SD) utility, a 
hard disk optimiser, now allows 
the user to specify a sort order 
which includes the specific plac¬ 
ing of files or directories. Files 
can also be designated as immov¬ 
able which allows files that may 
be accessed by a software pack¬ 
age at a specific address to be 
retained at that address. The 
Format Recover (FR), for disk 
recovery after a format, has been 
amended to run even if its data 
file has not been created. Finally, 
the Wipedisk and Wipefile utili¬ 
ties have been upgraded to 
conform to the US Department of 
Defence standards for file de¬ 
letion. 

New Features 

Six new software utilities have 
been included in this version. 

The Batch Enhancer (BE) con¬ 
tains a number of sub-commands 
which allow interactive Batch 
files to be created. These include 
ASK (for checking data input), 
BEEP, BOX (draws rectangles of 
defined size, PRINTCHAR, ROW- 
COL (for cursor movement and 
text display), WINDOW (draws a 
definable window) and SA (for 
the setting of screen attributes, eg 
colour or brightness). Boxes and 


windows can therefore be de¬ 
fined on a screen on which the 
appropriate menu details can be 
printed. 

The File Date & Time (FD) 
utility allows the date and time 
stamp of a file or group of files to 
be set or cleared as required. 

The Norton Control Centre 
(NCC) is a utility which controls 
system hardware such as the 
VDU, Keyboard, serial ports and 
battery operated clocks. The set¬ 
tings can be saved to a file and 
therefore called up when the 
system is reloaded. Attributes 
available include the screen co¬ 
lour/format, keyboard rate, key 
repeat speed and cursor size. 

The Norton Disk Doctor (NDD) 
is the most exciting of the new 
programs included in the pack¬ 
age. As mentioned before, this 
utility will automatically find and 
correct any physical or logical 
error on a floppy or hard disk. The 
purpose of the software is to 
check your disk for sign of 
failure. Having found a failure, it 
will then flag the sector as bad. If 
the sector is currently being used, 
the software will then move the 
data to a known secure area on 
the disk and notify the user of its 
action, so that the file can be 
checked for completeness later. 

The Safe Format (SF) utility 
performs the same basic function 
as that provided by the MSDOS 
FORMAT command. However, 
the SF command does allow for 
easier recovery if the format has 
been carried out by accident. Use 
of the utility is made easier by 
provision of a window menu 
system to select which type of 
format you require. 
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COMPOST 

THE SOUTHS LEADING COMPUTER BY POST SERVICE 


CREDIT CARD MAIL ORDER 


VISA 



l-r “ 

AMIGA A500 + BATMAN 2 

BATMAN THE MOVIE 

NEW ZEALAND STORY Art of Chess 

FI 8 INTERCEPTOR Wizball 

Buggy Boy Amegas 

Ikari Warriors Deluxe Paint II - Mega Paint Package 

Barbarian Microblaster Autofire Autoswitched 

Thundercats Joystick 

Terrorpods 10 x Blank 3.5' ( Disks 

Mercenary Mouse Mat O K 

Insanity Fight Disk Box + Dust Cover W 

AMIGA A500 

INCLUDING:-* MOUSE • WORKBENCH 

• UTILITIES • MANUALS 

• BASIC • TUTORIAL 

• TV MODULATOR £289 

AMIGA A500/ 

1 084(S) MONITOR £469 

AMIGA B2000 

INCLUDING:- MOUSE • WORKBENCH 
• BASIC • UTILITIES • MANUALS £799 

AMIGA BATMAN PACK 

INCLUDING BATMAN COVER toOi# 


PRINTERS 


Citizen 120D 

£108 

CP2200 

£254 

Citizen 180E 

£126 

NECP8+ 

£419 

Citizen MSP15E 

£189 

NECP7+ 

£538 

Citizen HQP40 

£289 

Panasonic KXP1081 

£126 

Citizen HQP45 

£299 

Panasonic KXP1180 

£156 

Epson LX400 

£142 

Panasonic KXP1124 

£256 

Epson LX850 

£189 

Star LC10 

£129 

Epson FX1050 

£379 

Star NX15 

£289 

Epson LQ400 

£205 

Star LC2410 

£257 

Epson LQ550 

£272 

Star XB2410 

£418 

Epson LQ850 

£404 

Star XB2415 

£545 

Epson LQ1050 

£549 

NECP7+ Colour 

£823 

Epson LQ2550 

£847 

Star LC10 

£184 

Epson DFX5000 

£1078 

Xerox 4020 

£949 

HP Deskjet 

£449* 



HP Deskjet + 

£544* 





COLOUR PRINTERS 

Citizen HQP40 £349 

Citizen MSP50 £350 

Citizen MSP55 £400 

Hewlett Packard Paint 
Jet £589* 

NECP8+ £504 


ACCESSORIES 


AMIGA EXTERNAL 
DRIVES 


AF880 3* DRIVE 
RF302C 3} DRIVE 
CUMANA CAX 354E 
A1010 3? DRIVE 
No MD C30 3? DRIVE 


£89 inc 
£85 inc 
£99 inc 
£99 inc 
£85 inc 



A2000 ACCESSORIES 


20MB hard disk £399 inc 

AMIGA or MSDOS 
XT Bridge board £399 + VAT 
AT Bridge board £675 + VAT 
INT Genlock £179 + VAT 

5 MB RAM/B 
with 2 MB RAM 

2nd Drive 3* £75 + VAT 


Cor! 

These prices 
K^be well Baity!^J 


DRIVES 


Triangle 20MB Hard 
disk £459 + VAT 

VORTEX A500 £510 inc 

Hard disk 40MB 

Triangle 40MB £579 + VAT 

Hard disk 

Cumana CSA 394 £89 inc 

Cumana CDA 358 £199 + VAT 


NEC 2nd Drive £64 


New A600 20MB 
A590HQ 


£380 inc 


MONITORS 


CBM 1084S Stereo £239 inc 

CBM 1901 £149 inc 

PHILIPS CM8852 £260 inc 

CBM CGA Compatible 
Philips 6833 £229 inc 

CBM 1900 Mono £129 inc 

ATARI 124 Mono £129 inc 

ATARI SC/1224 £259 inc 


LASER PRINTERS 

Brother HL-8e £1409* 

Epson GQ5000 
Hewlett Packard 
Laser Jet II 

Star LPB £1248* 

* Inc. 1 yr. on site maintenance 


AMIGA ACCESSORIES 


A501-512 KRAM 

£129 inc 

MOUSE MAT 

£4.95 inc 

AMIGA DUST 

£4.95 inc 

COVER 


TV MODULATOR 

£21.95 inc 

STEEL MONITOR 

£15.95 inc 

STANDARD AMIGA 5205T 

STEEL DOUBLE 

£25.95 inc 

MONITOR STAND AMIGA ST 

COMMODORE C64 

C64 Hollywood Pack 

£148 inc 

C64 Home Enter¬ 

£199 inc 

tainment Pack 


1541 C11 51/4 C54 

£145 inc 


CHRISTMAS SALE 
F501 512K 

RAM EXPANSION 

£63 


0202 292195 

OPEN MON-SAT 10-5.30 

LL PRICES EXCLUDE VAT 


Mail Order Hot Line Phone 0202 292195 
DELIVERY UK MAINLAND 

SAME DAY DELIVERY 6 FOREST CLOSE 

vat EBBLAKE IND ESTATES 

HARDWARE 4 WORKING DAYS VERWOOD 

£5 + VAT 

NEXT WORKING DAY 
£10 +VAT 


DORSET 


UNIT 6, FOREST CLOSE, EBBLAKE IND ESTATE, VERWOOD, DOREST BH21 6DA 


OPEN MONDAY-SATURDAY AM-5.30PM 























































What is it?... 


What does it do?... 
Who makes it?... 
What does it cost?... 
Where can 


I get it?... 



Find out from 


The Directory! 


The Directory ! is a comprehensive buyer’s guide to 
Amiga products, both software and hardware. The 
information it contains has never before been assembled 
in one publication, making it an absolute must for any 
Amiga user. 

For the up-to-date information on what is available in 
Graphics, Sound, Business, Utilities, Printers, Monitors and of 
course Games and much more. The Directory ! is the 
one single source of the what, how, where and how much of 
the Amiga Dimension. 

The Directory ! is published by Croftward the creators of 
Amiga User International, price £2. 

Fill in the coupon now , and get a priority copy of The Directory ! 
rushed to you post free! 
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Playing With Cards 

Peter Gerrard examines darts, golf and says 
you can even use solitaire in your programming 


W e learn about Basic in all sorts 
of different ways, and this 
month we are (hopefully!) 
going to f earn a little bit more by concen¬ 
trating on the subject of cards. But just 
as our knowledge of Basic program¬ 
ming can blossom in many diverse 
areas, so can our knowledge of things 
generally. Take, for instance, the follow¬ 
ing case. 

A friend of mine started a ferocious 
debate in our local hostelry a while ago. 
Pointing to the dartboard hanging on 
the wall (scene of many a triumph and 
disaster at the hands of Gerrard) he 
asked "how can you score 101 with 
three trebles?" In other word, by throw¬ 
ing three darts into the treble bed of 
various numbers, same numbers or dif¬ 
ferent ones, how can you end up with a 
score of 101. Sounds easy at first listen¬ 
ing, but l warn you that there will be no 
bendy Buifys going to the winners. Take 
your time, now, no need to rush. 

The argument lasted for quite a whi¬ 
le. I even tried a few combinations my¬ 
self (If you start with treble 16, that gives 
you 48, then treble 13 makes it 48 plus 
39, that* 87, then ...") until the truth 
dawned. A little spot of mathematical 
thought came to the rescue: it is impos¬ 
sible to score 101 with three trebles 
because 101 itself is not divisible by 
three. A treble score on the dartboard 
must, naturally, be divisible by three, 
and as 101 isn’t then the problem be¬ 
comes unsolvable. It caused a nice 
argument for a while! I dare you to try it in 
your own pub, should you be old 
enough to legally enter such establish¬ 
ments. If nobody reaches the inevitable 
conclusion that it can’t be done, leave 
them to worry about it until the following 


night. Then tell them the answer from a 
long way away. 

We can see that 101 isn’t divisible by 
three straight away, for the mathemati¬ 
cal thought involved shouldn’t be 
beyond most of us. But what about 
larger numbers, just to divert away from 
cards for a moment longer. A number is 
divisible by two if the last digit in the 
number is even. That is, the number 376 
is divisible by two, but 377 won’t be. A 
number is divisible by four if the last two 
numbers in it are also divisible by four. 
For instance, 1376 is divisible by four (76 
divided by four being 19), but 1374 isn’t. 
But what is the rule for divisibility by 
three? When you’ve found that one out 
you’ll see that if a number passes the 
test for divisibility by two AND three then 
it will also be divisible by six, two times 
three obviously being equal to six. A 
number can be divided by eight if the 
last three numbers in it are also divisible 
by eight, so that something like 1345424 
will divide by eight, but 1345426 (an 
equally likely candidate at first glance) 
will not. Just as I left a gap between two 
and four I shall also leave one between 
the numbers six and eight and ask YOU 
if you can work out what the rule is for 
deciding whether or not a number is 
divisible by seven. Don’t go leafing 
through the magazine, we haven’t hid¬ 
den the answer away anywhere and 
there are no prizes, it’s just something to 
occupy your mind during the dark even¬ 
ings. 

I’ll leave you with those two little 
problems to puzzle over while I move on 
to the real business of this article with 
another favourite pub pastime. We’ll 
start with a short program that can be 
used for dealing out a set of playing 


cards into as random an order as possi¬ 
ble. .And if they don’t play cards in your 
pub, be it bridge or brag, then you’re 
obviously going into an inferior sort of 
establishment! 

Apart from anything else, this prog¬ 
ram could also be used in all sorts of 
games t orthe 64 (and indeed most other 
Commodore computers with slight 
modifications) where a pack of cards 
needs to be dealt out. Patience games 
(and we shall see an example of one of 
those a little later on), poker games (strip 
or otherwise!), any of the whole vast 
range of card games that could easily be 
adapted far playing on the computer. 
So how does it work? 

After giving the program a name in 
line 10, line 20 declares a variable for 
clearing the screen, lines 30 and 40 set 
up our colour scheme, then line 50 de¬ 
clares an array that will eventually hold 
each of the 52 cards in a standard pack. 
Note the imaginative array name. I know 
that the C64 will only recognise the first 
two letters of the array name, but it 
doesn’t clash with anything else and it 
does help to remind you of what the 
thing is doing. As memory space is not 
at a premium here we might as well be 
as clear in our listings as possible. Back 
to the program. 

Line 60 uses the internal clock in an 
attempt to be as random as possible. Tl, 
the variable used in the RND statement, 
is a reserved variable in 64 Basic, and 
holds the number of jiffies, or sixtieths of 
a second, that have elapsed since the 
beast was turned on. The related string 
variable Tl$ tells you the time in a rather 
more conventional manner, since Tl$ is 
always six digits long and the first two 
digits will hold the hours, the next two 
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FIRST CARDS LISTING 

10 REM CARDS 
20 CL$=CHR$(147) 

30 POKE 53281,0:P0KE 53280,0 
40 PRINT CHR$(158) 

50 DIM DECK$(52) 

60X=RND(-T1) 

70 PRINT CL$;TAB(15); "* CARDS *" 

80 PRINT:PRINT:PRINT "SHUFFLING THE CARDS ...":PRINT 

90 AS="A23456789TJQK":BS=CHRS(216)+CHRS(218)+CHR$(211)+CHR$(193) 

100 FOR 1=1 TO 13:F0R J=1 TO 4:DECKS=DECKS+MIDS(AS,I,1)+MID$(B$,J,1 ):NEXT J,l 
110 PRINT:PRINT "THE DECK:":PRINT:PRINT DECKS 
120 FOR 1=52 T01 STEP-1 

130 A=INT(RND(1 )*((l*2) -1)+1 ):IF A/2=INT(A/2) THEN A=A+1 
140 DECK$(I)=MID$(DECK$,A,2):DECK$=LEFT$(DECK$,A-1)+MID$(DECKS,A+2) 

150 NEXT I 

160 PRINT:PRINT "IN SHUFFLED FORM: ":PRINT 
170 FOR 1=1 TO 52:PRINT DECK$(I);" ";:NEXT:PRINT 

CARD GAME LISTING 

10 REM GOLF BY PETE GERRARD 

20X=RND(-TI):F0RI=1T040:CRS=CRS+CHRS(29):NEXT:F0RI=1T025:CD$=CD$+CHR$(17):NEXT 
30 CL$=CHR$(147):P0KE 53281,7:P0KE 53280,7:PRINT CHRS(31) 

40 REV$=CHRS(18):R0F$=CHR$(146) 

50 DIM DECKS(52),PILE$(7) 

60 PRINT CLS;TAB(9);REVS;"* GOLF PATIENCE *";ROF$ 

70 PRINT:PRINT:PRINT’SHUFFLING THE CARDS... 

80 FOR 1=1 TO 52:DECK$(I)="":NEXT:F0R 1=1 TO 7:PILE$<I)='"':NEXT:DECK$=’"' 
90A$="A23456789TJQK":B$=CHR$(216)+CHR$(218)+CHR$(211)+CHR$<193) 

100 FOR 1=1 TO 13:F0R J=1 TO 4:DECK$=DECK$+MIDS(AS,l,1)+MID$(B$ r J,1):NEXT J,l 
110 FOR 1=52 T01 STEP-1 

120 A=INT(RND(1)*((I*2)-1)+1):IF A/2=INT(A/2) THEN A=A+1 

130 DECK$(I)=MID$(DECK$,A,2):DECK$=LEFT$(DECKS,A-1)+MID$<DECK$A+2):NEXT | 

140 FOR Z=1 TO 7:PILE$(Z)=PILE$(Z)+DECK$(Z):NEXT Z 

141 FOR Z=8T014:PILE$(Z-7)=PILE$(Z-7)+DECK$(Z):NEXT 

142 FOR Z=15 TO 21:PILES(Z-14)=PILES(Z-14)+DECKS(Z):NEXT 

143 FOR Z=22 TO 28:PILE$(Z-21)=PILE$(Z-21)+DECK$(Z):NEXT 
150 FOR Z=29 TO 35:PILE$(Z-28)=PILE$(Z-28)+DECK$(Z):NEXT 
160 PRINT:X=0:Y=3:G0SUB 430:FOR 1=1 TO 40:PRINT" ";:NEXT 

170 FOR L0T=1 TO 5:F0R DRAW=1 TO 7:B$=MID$(PILE$(DRAW),(L0T-1)*2+1,1) 
180C$=MID$(PILE$(DRAW),(L0T-1)*2+2,1):X=(DRAW-1)*5:Y=(L0T-1)*2+1 
190 GOSUB 430:G0SUB 440:NEXT DRAW,L0T:SA=36:NL=35:CT=16:0K=FRE(0) 
200B$=MID$(DECK$(SA),1,1):C$=MID$(DECK$(SA),2,1):PILE$=B$+C$ 

205 PRINT R0FS;CHRS(31); 

210 X=21:Y=17:G0SUB 430:PRINT TTO TURN":Y=Y+1:G0SUB 430:PRINT'Q TO QUIT' 

211 Y=Y+1:G0SUB 430:PRINT'CURS0R KEYS M0VE”:Y=Y+1:G0SUB 430 

212 PRINT'RETURN TO SELECT':GOSUB 510 
220 X=2:Y=14:G0SUB 430:PRINT "Sh; 

230 GET ZS:IF Z$= "Q" THEN 410 

240 IFZ$=CHR$(157)ANDX>2THENG0SUB430:PRINT' "j:X=X-5:G0SUB430:PRINT ":fi;:G0T0230 
250 IFZ$=CHR$(29)ANDX<32THENG0SUB430:PRINT' ";:X=X+5:G0SUB430:PRINT "Jfi;:GOT0230 
260 IF Z$=CHR$(13) THEN 290 

270 IF Z$='T’ AND SA<52 THEN SA=SA+1:CT=CT-1:G0SUB 430:PRINT" ";:GOTO 200 
280 IF Z$='T' THEN 410 
285 GOTO 230 

290 COL=(X-2)/5+1:IF PILE$(COL)="" THEN 230 

30OL=LEN(PILE$(COL)):B$=MIDS(PILE$(COL),L-1,1):C$=MID$(PILE$(COL),L,1) 

310 FOR 1=1 TO 13:IF B$=MIDS(AS,I,1) THEN B=l 

320 NEXT:D$=LEFT$(PILE$,1):F0R |=i TO 13:IF D$=MID$(A$,I,1) THEN D=l 
330 NEXT:IF B=D OR (B=13 AND D<>12) OR D=13 OR ABS(B-D)<>1 THEN 230 
340 IF L=2 THEN PILES(COL)= ":GOTO 350 
345 PILES(C0L)=LEFTS(PILES(C0L),L-2) 

350 PILE$=B$+C$:NL=NL-1 

360 FOR 1=1 TO 15:X=(C0L-1)*5:Y= l:GOSUB 430:PRINT" ":NEXT 

3T0 GOSUB 510:IF PILE$(C0L)="" THEN 400 

380 FOR L0T=1 TO (L-2)/2:B$=MID$(PILE$(C0L),(L0T-1)*2+1,1) 

385 C$= MID$(PILE$(COL),(LOT-1 )*2+2,1) 

390 Y=(LOT—1)*2+1:X=(C0L-1)*5:G0SUB 430:G0SUB 440:NEXT LOT 
395 PRINT R0FS;CHR$(31); 

400 IF NL=0 THEN FOR 1=1 TO 2500:NEXT:PRINT CLS; "YOU DID IT!!! ":GOTO 415 
405 GOTO 220 

410 PRINT CL$;"THATS YOUR LOT! ":PRINT:PRINT "YOU HAD 'NL 'CARDS LEFT, SO THAT MAKES" 

411 PRINT "YOU' NL'OVER PAR!":0K=FRE(0) 

415 PRINT:PRINT "ANOTHER GAME (Y/N) ? 

420 GET ZS:IF Z$= "Y" THEN 60 

422 IF Z$="N" THEN PRINT "N":PRINT:PRINT "BYE FOR NOW. ":END 
424 GOTO 420 

430 PRINT CHR$(19);LEFT$(CD$,Y);LEFT$(CR$,X);:RETURN 

440 IF C$=CHR$(216) OR C$=CHR$(193) THEN PRINT CHR$(144);:G0T0 445 

441 PRINT CHR$(28); 

445 PRINT REV$;CHR$(176);:F0R Z=1 TO 3:PRINT CHRS(192);:NEXT Z 

450 PRINT CHR$(174):Y=Y+1:G0SUB 430:PRINT REV$;CHR$(221);B$;C$;" ";CHR$<221) 

460 Y=Y+1:G0SUB 430:PRINT REV$;CHRS<221);" ";CHR$(221) 

490 Y=Y+1:G0SUB 430:PRINT REV$;CHR$(221);" ";C$;BS;CHRS(221):Y=Y+1:G0SUB 430 

500 PRINTREV$;CHR$(173);:F0RZ=1T03:PRINTCHR$(192);:NEXT:PRINTCHR$(189);:RETURN 

510 X=15:Y=16:G0SUB 430:G0SUB 440 
512 DE$=CHR$(157):DE$=DE$+DE$+DE$ 

515 X=0:Y=23:G0SUB 430:PRINT R0F$;CHR$(31);'T0 REMOVE = "DE$;NL 
520 X=21:G0SUB 430:PRINT "TO TURN = ";DE$;CT:RETURN 


the minutes, and the final two the 
seconds that have elapsed since pow¬ 
ering up. Use the MID$ command to 
split it up into its separate components 
for a nice, legible display. 

Lines 70 and 80 print up some infor¬ 
mation on the screen for the user, and 
then we can get really started on dealing 
out those cards. 

Line 90 sets the ball rolling by declar¬ 
ing two variables. The first of these, A$, 
holds the rank of each card. As there is 
no little symbol for the number ten then 
I’ve just used the letter T to represent 
that number, with JQK being jack, 
queen and king, A stands for Ace, and 
the rest are just numbers. The second 
variable, B$, holds the suit of each card, 
contained in the four special characters 
indicated by the CHR$ variables. 
They’re the ones near the left hand side 
of the keyboard, normally accessible 
using the CBM Logo key: every compu¬ 
ter should have card symbols available, 
but very few do. 

Line 100 uses two loops to put the 
cards in order in the variable DECKS, 
which is printed on the screen in line 110 
so that you can see what it looks like. It 
simply contains every card in the pack in 
strict order, with Aces first, twos 
second, and so on. Line 120 sets up a 
loop to enable us to extract one card at a 
time from this DECKS in order to start 
setting up and dealing out our cards. We 
do this by generating a random number 
in the range indicated, then increasing it 
by one if it’s an even number. This is so 
that in line 140 we start extracting cards 
from DECKS with arank, notasuit. If you 
think about it for a moment, DECKS 
holds the cards in the order ACADA- 
HAS, or Ace of clubs, Ace of diamonds, 
Ace of hearts, Ace of spaces, and then 
ontothetwos. Ifwe had an even random 
number we’d be extracting the club of 
aces, so we increase it by one and let 
ourselves draw the ace of diamonds 
instead. It all helps to keep the rest of the 
program running ship shape and Bristol 
fashion. 

We continue until all the cards are 
dealt, before lines 160 and 170 show us 
the now random order of the cards. A 
useful routine for card games, as I said, 
so perhaps some of you would like to 
work on a listing that might be suitable 
for publication in CCI. We’ll get to just 
such a listing a bit later on. 

But first, let’s see if we can get the 
old grey matter working on a little prob¬ 
lem or two, which will also require a little 
spot of programming. You may be 
pleased to note, then, that in orderto try 
to solve the puzzle coming up in a 
moment you are going to have to make 
some alterations to the program as it 
stands. Learning Basic is what it’s all 
about, and now’s your chance! 

In its current state the program 
effectively shuffles and deals out 52 
cards in a random manner. From these 
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52 cards we could easily concoct, say, 
four hands of bridge, or something of 
that nature, but since this is all about 
using brain we’re going to take things 
that little bit further. 

You must have seen various expert 
card dealers on television or in the cine¬ 
ma, a scene from a casino perhaps, who 
manage to shuffle the cards with a grace 
and panache that is beyond most of us. 
It’s certainly quite beyond me. Quite 
often they will use a particular type of 
shuffle whereby the deck is split in two, 
one half in each hand, both halves con¬ 
taining 26 cards. 

If we start with all the cards in a 
particular order, repeating the above 
procedure 52 times will get them back 
into the same order again. But if we 
remove two cards, to give us a pack of 
50 (any two, it doesn’t matter), how 
many times do we now have to repeat 
the procedure so that we get back to an 
original starting point again? I warn you, 
the answer is not 50! And if you sort that 
one out, how many times does it take 
with 16 cards removed? 

Just make a few alterations to the 
listing and you should be able to work 
out the answers to the above two prob¬ 
lems, but I’ll give you a clue to help you 
on your way. The first answer is a bit 
tricky and the second one’s closely 
related to the secret of life, the universe, 
and everything, in a very special sort of 
way. No help at all? Oh well, you’ll just 
have to do some work on the program 
then. And speaking of programming ... 

Earlier on in our discussion we co¬ 
vered the routine that I use to imitate the 
shuffling of a deck of cards. Great fun 
can be had with a routine like this on the 
64, and I did mention that it might be a 
good idea for some enterprising reader 
to write a card program of some kind 
using this routine and to submit it to CCI 
for possible inclusion in the magazine. 
Before you all start attempting to do this 
I have taken the proverbial bull by the 
horns and written such a program my¬ 
self. I have delved back in time to do so, 
and picked on one of the older forms of 
card patience as my example. It works 
very well on the 64, and is rather tricky to 
solve. 

But first, the rules. 

Like all games of patience, the ob¬ 
jective is to move cards about in 
accordance with a pre-determined set 
of rules, and end up with all the cards in a 
particular spot. In many of them, skill 
plays no real part, and cards can be 
moved about hither and thither without 
really thinking about what you’re doing. 
Other than, that is, making sure that you 
do not overlook a card. In this so-called 
Golf Patience, that is definitely not the 
case. To quote the classic book Hoyle’s 
Rules of Games: "Golf has scope for a 
fair amount of skill, and it makes one of 
the best double solitaires", solitaires 
being the Hoyle term for patience. This 


program won’t play doubles, but I leave 
that as a challenge to the reader (as they 
say). So, skill as well as the ever-present 
element of luck. 

Incidentally, if you haven’t got a 
copy of Hoyle’s Rules of Games then I 
strongly urge you to get one. It only 
costs a few quid in the paperback edi¬ 
tion that I’ve got, and it’s a superb 
descriptive piece, covering almost any 
pre-computer game you might care to 
mention. 

Back to the game. Seven rows of 
cards are dealt out face up, with five 
cards in a row. The next card is dealt on 
its own, also face up. This forms the start 
of what is usually referred to as the 
foundation. The remaining 16 cards 

“The object of the game is 
to move all the 35 cards in 
rows onto the card at the 
bottom, or the foundation 
in other words. ” 

form your hand. The object of the game 
is to move all the 35 cards in rows onto 
the card at the bottom, orthefoundation 
in other words. If no move can be made, 
a card can be turned up from the hand 
and played onto the foundation. Play 
continues until all the cards are re¬ 
moved, or no further cards are left to be 
turned up. There is no re-deal allowed. 

And the rules for moving cards onto 
the foundation? Suits are of no import¬ 
ance, only rank, the cards ranking from 
Ace (low) up to King. If a card is of rank 
one higher or lower than the card on the 
foundation, then it can be moved there, 
but the cards are not circular. That is, a 
sequence might be 6-5-4-5-6-7-6, but 
you cannot play 2-A-K-A-2 or Q-K-A-K- 
Q. In fact, a King cannot have anything 
played on it at all, so that you have to 
exercise considerable skill in manipu¬ 
lating the cards so that you can play a 
sequence like J-Q-K. 

At the other end of the deck, you can 
play 3-2-A-2-A-2-3 if you have the cards 
for it. It’s only a king that prevents you 
from playing anything else. That, and 
the lack of a suitable card, of course! 

I have seen one version of this game 
where you are allowed to play a queen 
under a king, and so build up a sequ¬ 
ence like J-Q-K-Q-J-Q, but I make no 
such concessions to you here. 

Despite that it seems to be fairly 
easy, but I can assure you that it is not. 
Only once, in testing this program, did I 
actually manage to move all the cards 
onto the foundation. It doesn’t matter if 
you’ve got any cards left over in your 
hand, incidentally, it’s only the removal 
of all the others that we’re after. And one 
last thing before we consider the listing. 
It is called Golf Patience because the 
less cards you have left at the end, the 
better your score. Like golf, where the 


fewer strokes you take the better your 
final score. So, the computer delivers its 
verdict on your performance in terms of 
par: end up with five cards left, and your 
score will be announced as five over 
par. It might be the only game of golf 
where it’s impossible to break par! 
Apart from me attempting a round at St. 
Andrews, that is. 

And onto the listing. The card shuf¬ 
fling routine, from lines 70 to 130, should 
be familiar from earlier on and as such 
needs no explanation. Suffice it to say 
that 52 cards are stored individually as 
elements of the array DECK$0- The first 
few lines of the program are also fairly 
straightforward. Declaring variables for 
turning reverse print mode on or off, to 
avoid filling the listing with little blobs 
(REV$ and ROF$), variables for moving 
the cursor around by the routine in line 
430 (CR$ and CD$), and the variable 
CL$for clearing the screen. The random 
number generator is set by using the 
internal clock (line 20) in the same sort of 
manner that we described earlier. 

I’ve said that seven rows of five 
cards each are dealt, and they are stor¬ 
ed in lines 140 to 150, with-lines 170 to 
190 drawing them on screen via the 
subroutines at lines 430 and 440 (to 
500). The first card from the hand is dealt 
out in lines 200 to 212, with a little help 
from the subroutine from line 510 to 520, 
and these lines also print out the on¬ 
screen instructions. After a prompt has 
appeared from line 220 we’re ready to 
play. 

Obviously we can quit straightaway 
(line 230 and off to line 410), but otherwi¬ 
se we either move the cursor about 
(lines 240 and 250), select a card to be 
moved (line 260 and off to 290) or turn 
over another card from the hand if there 
are any left (lines 270 and 280). 

I’m sure such athing would be most 
welcome at CCI Towers, and it 
shouldn’t be too much of a problem. By 
doubles version I shall refer to Hoyle 
again. Two can play double golf, each 
playing his own game with his own 
pack, and scores can be compared at 
the end. People may like to play nine 
"holes" (to keep the golfing analogy 
going) for the lowest cumulative score. 
In this instance, any player who man¬ 
ages to remove all the cards can count 
any left remaining in his hand as a minus 
score, deducting this from the overall 
total. 

Another way of scoring a nine hole 
game is to give one point to the winner of 
each hole, or a half if tied, and five points 
to the lowest overall cumulative total. 
Rather like match play, but I would 
suggest that you don’t get too carried 
away and attempt to emulate the Ryder 
Cup. 

Well, it’s one way of improving your 
programming, and I’ll be back to talk 
about something else next time around. 
Fore! AG. 
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continued from page 32 

The Rest 

For those of you unfamiliar 
with the Norton Utilities the fol¬ 
lowing are the other utilities 
available within the package that 
have remained unchanged in this 
version. Directory Sort, Disk In¬ 
formation, Disk Test, File Attri¬ 
butes, File Find, File Info, Format 
Recover, File Size, List Direc¬ 
tories, Line Print, the Norton 
Integrator (a organiser utility for 
the Norton software itself), Quick 
Unerase, System Information, 
Time Mark, Text Search, Unre¬ 
move Directory and Volume 
Label. Most of these are self 
explanatory and all are fully 
described in the manuals. Most of 
them fall into three basic func¬ 
tions, Information, Search and 
Display. 

The package is completed with 
another manual entitled ‘The Nor¬ 
ton Disk Companion’. This book 
provides an introduction to the 
inner workings of the disk drives, 
both hardware and software. For 
users new to hard disks this is a 
useful book to read. 

The cost of all this is 


92, which for my mind is money 
well spent, for I feel that it is 
becoming increasingly impor¬ 
tant for hard disk users to have 
software available of the Norton 
type to help make full use of the 
system. Even more important 
than this is the need to be able to 


recover from a failure of your 
disk media. The Norton Utilities 
provides both of these in a single 
package. L.K. 

Contact: Norton Computing Inc., 
100 Wilshire Boulevard, 9th 
Floor, Santa Monica, CA90401. 
Tel: (213) 319 2000. 


OFFICIAL COMMODORE AMIGA DEALER 

COMPUTERS 

Amiga B2000 + 2286AT Bridge + 20Mb Autoboot +1084 Monitor.2299.00 

Amiga B2000Only.PHONE 

Amiga B2000 + 1084 Col Mon.PHONE 

Amiga2088 PC/XT Bridgeboard + 5.25" Drive.249.00 

Amiga500 NEW BATPACK comprising: A500 + Modulator.. £359.00 

DPaint ll/BATMAN the Movie/Interceptor/New Zealand Story 

Amiga500 CLASS OF THE90’s Education Pack comprising:.PHONE 

DPaint ll/S’Base/Maxiplan/Publ Choice/Dr T’s Midi/BBC Emul etc. 

Amiga500 + Philips 8833 Stereo Col Mon.599.00 

Commodore 64C NEW LIGHT FANTASTIC Pack comprising: 64C + C2N Light Gun + 
3D glasses + 6 games + Paint prog + Music Prog + Typing Tutor + Arcade 

Construction Kit + Audio Tape Align.139.99 

Commodore PCs.PHONE 

PRINTERS 

Citizen 120D Parallel or Commodore.129.95 

Star LC-10 Parallel..159.00 

Star LC-10 Colour Parallel.205.00 

StarLC-IOII(New).185.00 

Star LC24-1024 pin Multi-font 170/57cps.239.00 

All Okimate 20 consumables normally in stock.PHONE 

MONITORS 

Philips8833 Stereo Colour Monitor.239.00 

Commodore 1084-D (New) for C64/128/Amiga/PC.299.99 

Philips7502 Green Screen Monitor.85.00 

MISCELLANEOUS 

Amiga2000/PC 20Mb Hard Disk Drive.180.00 

Amiga 512K RAM/Clock Exp.89.95 

Amiga500AMDRIVE 30Mb Hard Disk Drive.309.00 

Amiga590 20Mb Autoboot Disk Drive, 2Mb RAM Expandable.395.00 

miniGEN Genlock for Amiga.109.00 

Commodore 1541 -II Disk Drive..129.00 

Commodore C2N Data Recorder.29.95 

External 3.5" Disk Drive for Amiga.79.95 

PowerSupplyforC64.26.45 

Super-G Cent l/F + Graphics C64/128. 34.95 

Surge Protector 13A Plug.12.95 

Surge Protector 3-Way Adaptor/4-Way Dist Unit.19.95/15.95 

SOFTWARE 

Vizawrite 128 + Spellcheck.49.95 

Vizawrite 128 Spreadsheet & Database.59.95 

Superbase64or128. 39.95 

Superscript 64 or 128. 39.95 

Tasword 6440/80 Col WP - Tape or Disk.24.95 

ALL PRICES ARE INCLUSIVE OF VAT AT 15% 

CARRIAGE £5 (EXPRESS £10). Software and small items free. 

Prices subject to change without notice E&OE 


... 8 Ruswarp Lane, WHITBY, N. Yorks. Y021ND. 

Tel: 0947 600065 (9am - 7pm)_ 
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1C PUG 


the Independent 

Commodore Products Users Group 
is the largest and most friendly 
computer club in the country 


# Many local groups with regular meetings 

# Superb newsletter magazine with an average of 
90 pages, bi monthly 

# Back issues 1989 available to all. £2.50 each 

# We support all CBM, Pet, Vic 20 and all Amigas 

# FREE Software Library of PD programs for all 
machines 

# Over 300 disks of Amiga PD software available free 
to members plus p&p 

# Help and Advice. Discount scheme 

# Subscription only £17.00 including £1 Share in ICPUG 
Co-op 

# Before applying for any software please wait for 
your membership details to be sent to you 

# Overseas prices on application 


If you are seriously interested in using or programming 
any Commodore computer, then joining ICPUG is a must! 

For full details , send a stamped addressed envelope to: 

B ICPUG Membership Secretary, Jack B. Cohen, 
30 Brancaster Road, Newbury Park, 

Ilford, Essex, IG2 7EP 

01 -590 8849 Day - 01 -346 0050 Even & W’ends. 
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Compunet’s 
Realm - 


A New Phase or End 
of an Era? 


O n leaving University I joined a 
software house to develop fac¬ 
tory automation software. There 
I met Roy Trubshaw who described to 
me the computer game he has been 
creating at Essex University. At the time 
micros were not really cheap enough to 
be used as games machines but adven¬ 
ture games like Zork were available for 
minicomputers and bigger machines. 

Roy explained that his Multi User 
Dungeon, MUD, was an adventure 
game like Zork but with one difference - 
many of the characters an adventurer 
met in the world of MUD were real. That 
is rather than being computer gener¬ 
ated they were actually other players 
logged into the mainframe. 

MUD allows players to do every¬ 
thing they would expect to do in a 
normal adventure game. But in addition 
they can communicate amongst them¬ 
selves. This puts a totally different 
emphasis on the game. Instead of auto¬ 
matically fighting every dwarf you come 
across it becomes worth having a talk to 
see if he has any interesting information 
or is interested in organising a pact. 

I thought nothing more of this game 
until a year or two later when I bought a 
Commodore C64 and a Commodore 
modem. It didn’t take long after logging 
in to Compunet for the first time to 
discover that MUD was running on the 
system and it was a big hit. In fact many 
Compunet users only rarely appeared 
from the confines of their Dungeon to try 
out the various other facets of the sys¬ 
tem. 

Sadly when Compunet moved from 
renting time on a mainframe to run on its 
own custom built minicomputer MUD 
was left behind. But all was not lost. 
Federation II a multi user space game 
soon took its place creating a complete¬ 
ly new sub-culture within Compunet. 

For those of a more Tolkienesque 
persuasion Federation II perhaps lack¬ 
ed something of the atmosphere of 
MUD. However a worthy successor has 


at last appeared in the form of ’Realm’. 

GOTO REALM takes the user to a 
directory containing the ’link’ to the 
game and almost sixty pages of docu¬ 
mentation on how realm is played. 

Realm starts up just like any other 
adventure. If new to the game the player 
is prompted for the details of his perso¬ 
na, the character he will control in 
Realm. The persona’s race (Human, Elf, 

“Unlike single user games 
new users often receive 
help from players on 
higher levels that have 
mastered the art of 
magic.” 

Halfling etc.) and class (for example 
Warrior, Ranger or Priest) are defined 
and the realm is entered. 

The realm is made up of nine diverse 
areas including an abbey, castle and 
mines and the aim, like most adventur¬ 
es, is to gain points, mainly by collecting 
treasures. Unlike single user games 
new users often receive help from play¬ 
ers on higher levels that have mastered 
the art of magic. 

There are a wide range of com¬ 
mands that allow players to interact 
with each other. FROWN, SMILE, and 
SOB are just some of the commands 
that allow players to show their emo¬ 
tions to others in the near vacinity. Play¬ 
ers can talk to each other, and SHOUT at 
everyone nearby, they can give each 
other objects and steal them back 
again. 

Realm also boasts an impressive 
fight system that gives players not only 
the choice of various weapons but how 
they are used. Thus not all interaction 
needs to be constructive! 

As more points are accrued players 
gain strength, stamina and charisma 
until they eventually become an ’Im¬ 


mortal’. They are then able to defeat any 
’mobiles’, computer controlled mons¬ 
ters that wonder the Realm, and use, 
magic to help, or hinder other players. 

It’s at the highest levels that the 
resemblance to MUD becomes appa¬ 
rent. Once certain levels of points are 
reached players obtain access to extra 
commands that allow them to manipu¬ 
late the game in more sophisticated 
ways. In this way Wizards and De¬ 
migods can guide the flow of the game 
for lesser mortals. 

Realm costs £1.50 an hour in addi¬ 
tion to normal on line charges to play. 

The Compunet host computer is in 
London but users from all over the UK 
can access it at local phone rates by 
dialling into the ISTEL computer net¬ 
work. ISTEL have network ’nodes’ in 
most major areas of population so that 
the majority of the population are only a 
local phone call from their nearest node. 

To log on the Compunet software 
running in the users Commodore C64 or 
Amiga phones a local ISTEL node and 
once connected instructs it to set up a 
path for message to pass through the 
network to the Compunet computer. In 
this way Compunet users phone bills 
are minimised. 

Unfortunately a dispute between 
ISTEL and Compunet has led to ISTEL 
no longer accepting Compunet traffic. 
This means that users can now only 
access Compunet by ringing a London 
number(01 -997-5422), making it much 
more expensive for many users. 

In an attempt to ease the financial 
blow to users while they negotiate with 
ISTEL or find another network to pro¬ 
vide nationwide access Compunet 
management have dropped all on-line 
charges, other than those for its multi¬ 
user games, and have stopped billing 
users. This is good news for users hit by 
a long distance phone bills but obvious¬ 
ly the company will only be able to bear 
the lack of income for a short period. 

By the time you read this Compunet 
will probably have arranged new nation¬ 
wide network access. If they havn’t the 
future looks bleak for the future of both 
Compunet and Realm. 

J.L. 


40 Commodore Computing February 1990 










/ firnc/vs - C6^/~ 



Infogrames 

M ove over Bodie and 
Doyle, this assignment 
is for the real profes¬ 
sionals, known as the T.I.T.S 
(Terrorist Intervention Team). An 
embassy has been taken over by a 
group of ruthless terrorists, and 
you and your team are called 
upon to regain control and free 
the hostages. 

You first have to assemble your 
marksmen outside, and cover the 
three sides of the embassy. To 
position your marksmen you 
have to guide them to one of the 
three crosses marked on a map, 

“The idea is to shoot all 
the terrorists but none of 
the hostages 

while avoiding the terrorists’ 
searchlights. This is the first of 
three stages in which you can 
walk, run, crawl, roll out of 
danger and dive over walls for 
cover, as the screen scrolls 
smoothly with your man. If the 
searchlight picks you out, you 
will be shot at and your energy 
will be reduced. 

Once you reach a cross you 
simply walk or dive, depending 
on the entrance, into your cover 
position. When all your men have 
been positioned correctly you’re 
ready for the next stage. 

If you have ever played Pro¬ 
hibition, you will get the idea of 
the next stage, in which you have 
to shoot the enemy who occasion¬ 
ally appear at the windows with 
their hostages. Be careful not to 
shoot the hostages though, or 
your game will be over. Aim your 
target around the screen and wait 
for someone to appear at a win¬ 
dow, but if you can’t see anyone 
then try your hand at abseiling. 

Here you have to descend the 
embassy’s walls and smash 
through one of the windows to 



enter the building. This is where 
the third stage comes into action. 
Inside the embassy you are given 
first person perspective - a view 
that allows you to see as if you 
were actually there. A map in the 



corner of the screen shows a plan 
of the floor which you are on, with 
an arrow indicating your position 
and colour-coded dots for the 
hostages and terrorists. The idea 
is to shoot all the terrorists but 
none of the hostages. Then take 
all of the hostages onto the 
windowless third floor, where 
they will be safer. Or another way 
to complete the mission is just to 
kill all of the terrorists in the 
embassy. 


The depth of playability - what 
with the three different stages - 
makes the game one that will last 
for a fair bit longer than your 
average beat c em up, with plenty 
of variety and action on every 
stage. 

The graphics and animation 
have been worked on very care¬ 
fully, especially on the main 
sprite which rolls and dives 
around in a truly realistic fash¬ 
ion. Sound too is good, with a 
catchy title tune and effective 
in-game sounds. Hostages can 
definitely be classed as a very 
original game and one that will 
be long lasting, but just lacks a 
little something to make it 
outstanding. 

D.H. 


\ Graph* cs: 

i Sound: 


88 % 

79% 

78% 




iOverafi-' 


\ price 


£ 12-99 


(disk) 


£9.99 
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D uring its development, lit¬ 
tle was heard of 64 Chase 
HQ, and prior to its release, 
not even a screenshot had mate¬ 
rialised. A scruffy, poorly prog¬ 
rammed conversion along the 
lines of WEC Le Mans seemed a 
likely result. That potential disas¬ 
ter has been averted, and the out¬ 
come is a game which looks re¬ 
markably similar to the Spectrum 
version. 

"Just another Outrun clone" is 
the first impression given by 
Chase HQ. Anyone who’s spent 
time and money on the coin-op will 
know that’s not true of the game. 


The scenario is as detailed as it 
needs to be. You and your partner 
work for a special unit of the police 
force, known as Chase HQ. This 
bunch of closet Starsky and Hutch 
fans specialise in high speed car 
chases. 

Your day starts out with a call 
from Nancy at Chase HQ. Via your 
hi-tec dashboard, she informs you 
of a criminal speeding out of town 
in a white British sports car, which 
turns out to be a Lotus. The first 
half of each level involves catch¬ 
ing up with the escaping car with¬ 
in the time limit. After dodging a 
few slower cars and negotiating 
the early sweeping bends, you’re 
confronted with a fork in the road, 


with an arrow indicating the 
quickest route. A proper forking 
road has never been seen on the 
64, but here the effect has been 
recreated admirably, although it 



does reverse the G-force, pushing 
you onto the inside of the bend. 

Once you spot the villain, the 
second phase begins. Politely 
asking the driver to pull over will 
get you nowhere. There’s only one 
way to stop these hardnuts. Ignore 
the "Baby on Board" sticker in the 
back window and ram him right 
up the backside! The clock resets 
to a new time limit, and a damage 
meter appears on the screen. A 
single shunt isn’t enough; instead 
you have to continually ram the 
criminal until he’s forced to stop 
his wrecked car. No sooner have 
you caught one fleeing villain, 
than a report of another comes 
over the radio, and it’s on to the 
second level. 

The first thing you notice about 
64 Chase HQ is the predominance 
of monochrome graphics. The 
game window uses around half 
the screen, with the road and seen- 



< 
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Moonwalher 



US Coid 

1 wonder if, when US Gold 
bought the rights to release a 
game based on Michael Jack 
son’s Moonwalker movie, they 
bothered to think just what kind of 
a game would result. The film was 
a compilation of tracks from Bad, 
with a sickly anti-drugs storyline 
connecting the songs. For fans of 
his music, the film was great (as 
long as you could stick the ego- 
tripping and wet plot). As a found¬ 
ation for a game it was a lot weak¬ 
er, and that’s shown through in the 
end product. 

“To escape the 
attentions of his 
followers, he has to find 
seven parts of a rabbit 
suit” 

After a promising intro, in 
which Mfs feet walk across the 
screen before transforming into a 
Moonwalker logo, the game takes 
itself down a peg with a weedy 
version of Bad. As with all the 
music in the game, only the tune 
has retained any semblance of the 
original version, so you’ll not be 
hooking it up to your stereo in a 
hurry. 



The first of four scenes is set 
around the film studios. The word 
is out that MJ is on the loose, and a 
pack of autograph-hungry fans 
are after him. To escape the atten¬ 
tions of his followers, he has to find 
seven parts of a rabbit suit, collect 
four other "special items", and 
make his getaway on a motorbike. 


The view is &om directly above, 
with the studios forming a large, 
but fairly simple maze. A scanner 
at the bottom of the screen shows 
the position of MJ (that’s you), the 
fans and the items to be collected. 
The flashing dots indicate which 
items should be picked up next It 
would have been helpful to have a 
different coloured dot to mark 

“The bird’s eye view 
offers very little 
opportunity for 
spectacular graphics or 
gameplay.” 

your own position. As it is, to find 
out where you are, you have to 
stop and see which dot stays stilL 
Holding down the fire button will 
allow you to run. You only get a 
certain amount of "run power", and 
once that’s been used up, you’re 
forced to walk around at an 
annoyingly slow pace, until 
you’ve mustered the strength for 
another burst. 

One scene which could have 
been made into a decent game, 


was the motorbike chase. This has 
been used as the basis of the 
second level. The view and con¬ 
trols are just as before, but this 
time it’s a bit faster; disappointing 
to say the least The bird’s eye 
view offers very little opportunity 
for spectacular graphics or game- 
play. 

Moonwalker wasn’t every¬ 
one’s cup of tea, but no one could 
deny it was one of the most extra¬ 
vagant films of recent years. You 
would assume the game would 
follow suit, but it does the opposite. 
Other than the title screens, it’s 
extremly bland to look at, tedious 
to play, and does no justice to MJs 
music. Do yourself a favour; buy 
the video instead. 

T.K 
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CHART SHATTERING 

EVENTS! 

S o the old Batflapper flew into the end of year scramble and came out 
beeping away with the Number One in his grip. Challengers Powerdrift 
and Ghostbusters II finished with a strong run but failed to push Batters 
off the Top Spot. There are fournew entries this month with GBII the highest 
at Three. Ocean’sUntouchablesshot its way into Five and Microstyle’s hot 
Stunt Car Racer out raced Domark’s Hard Drivin’ by t wo places in at Six. 

With so many heavy games hitting the Charts this month, you’d think that 
there would be nothing much left for later. Don’t you believe it. Ocean alone 
have some real biggies they are holding back till the Gaderene rush (you’ve 
never heard of the game? shame!) is over. Who said the 8 Bits have kicked the 
bucket? 

For the Amiga, Xenon holds onto the Big One (for the third month in the 
row. Yes we did boob last month by not showing its previous place! Simon 
says sorry!). But there are three newies led by the popular Stunt Car Racer. 

Budget buyers are still showing good taste and buying up enough 
Wizballs to keep it as El Supremo. But Elite’s Encore label has two fresh new 
faces in with Paperboy and G ’N G.. Budgets these days are great value. 

Z.M.S. 


(C64) GAME TITLE 

COMPANY 

LAST MONTH 

RATING 

PRICE 

1. Batman - The Movie 

Ocean 

(1) 

70% 

£9.99 

2. Powerdrift 

Activision 

(6) 

87% 

£9.99 

3. Ghostbusters II 

Activision 

(-) 

52% 

£9.99 

4. Continental Circus 

Virgin 

(2) 

50% 

£9.99 

5. The Untouchables 

Ocean 

(-) 

74% 

£9.99 

6. Stunt Car Racer 

Microstyle 

(-) 

80% 

£9.99 

7. Shinobi 

Virgin 

(4) 

76% 

£9.99 

8. Hard Drivin’ 

Domark 

(-) 

70% 

£9.99 

9. Indiana Jones 

U.S. Gold 

(5) 

69% 

£9.99 

10. New Zealand Story 

Ocean 

(3) 

88% 

£9.99 

(AMIGA) GAME TITLE 

1. Xenon II 

Imageworks 

(1) 

90% 

£19.95 

2. Batman - The Movie 

Ocean 

(3) 

78% 

£24.99 

3. Stunt Car Racer 

Microstyle 

(-) 

90% 

£24.99 

4. Continental Circus 

Virgin 

(-) 

70% 

£19.95 

5. Hard Drivin’ 

Domark 

(-) 

80% 

£19.95 

(BUDGET) GAME TITLE 

1. Wizball 

Hit Squad 

(1) 


£2.99 

2. Paperboy 

Encore 

(-) 


£2.99 

3. Ghosts & Goblins 

Encore 

(-) 


£2.99 

4. Rally Cross Sim. 

Codemasters 

(4) 


£2.99 

5. Short Circuit 

Hit Squad 

(-) 


£2.99 
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W ith the New Year upon us 
at last, our thoughts turn 
to some of the adventure 
highlights of 1989 and a feeling 
that the much loved text only 
adventure is now regretfully a 
thing of the past. 

1 welcome you to another chapter 
in the CCI Adventure Chronicles, 
with an apology. Last month’s col¬ 
umn should have had a review of 
SWORDS OF TWILIGHT, but due 
to severe space shortages (one 
less page for me) it had to be held 
over, so check it out this month. 
Talking about this month, I've got 
SPACE QUEST III for you, which is 
absolutely BRILLIANT! I cannot 
remember the last time I got so 
excited about a game, it really has 
got me hooked. KEEF THE THIEF 
gets a look in, as well as a pre 
production version of DRAGONS 
OF FLAME the latest in the For¬ 
gotten Realms series. 

First though I would like to talk 
about the lengths software houses 
go to promoting their latest re¬ 
leases. Over the last few months I 
have had , as you know, some 
mysterious letters arriving from 
Electronic Arts concerning THE 
HOUND OF SHADOW. Each week 
in the post has come some sort of 
missive, either a post card or a 
brochure of a church or even a 
membership form for the Library 
of the British Museum! The en¬ 
velopes contained no other form of 
identification except a small 


square note which said ‘The 
Hound of Shadow is upon you and 
you bear its mark*. Another exam¬ 
ple came the other day when I 
received a letter from a Dr Mil¬ 
lard, which was typed on the offi¬ 
cial headed paper of the Climatic 
Research Service, Fort William, 
Florida, and was actually addres¬ 
sed to a Professor Roger Kemble! 
It dealt with a disturbing report ( a 
top secret leaked government 
document) about the likelihood of 
a meteor collision with the Earth, 
and secondly what steps are being 
taken to avert global warming. 
Apparantly the two events are 
linked in someway, and Dr Mil¬ 
lard voices considerable trepida¬ 
tion on the plans for accelerated 
global cooling. After some major 
nervousness on my part, I found 
out the whole thing was from Mic¬ 
roprose, promoting their soon to 
be released blockbuster MID¬ 
WINTER! Before Bards Tale HI 
was released, I received an inscri¬ 
bed dagger (which now doubles as 
a letter opener) and other such 
sundry items have included 
books, a flight on Concorde, a part 
in Blind Date (see Leisure Suit 
Larry H), t shirts, badges, balloons 
and masks. It all adds up to the fact 
that there are some ingenious peo¬ 
ple in this business, and some will 
stop at nothing to get their game 
noticed. _ _ 

|~ ^VENT UH E MM LBflcj 

Dear Andy 

Right then, no beating around the 


bush, Fve finished Wasteland. I 
didn’t take a photo cos I don't have 
a camera but I have written down 
all the ending text. (I can vouch for 
this as it is too long to print! AM) 
Having finished the game a few 
weeks before writing in, I bet 
someone's beaten me to it. But if 
they havn't I was wondering if you 
would be offering a prize (hint,h- 
int) as it was not easy. I also saw 
some screen shots of Interplays 
Dragon Wars, and they were total¬ 
ly mindblowing 

Robert O'Gorman, 
Slough 

Well done Roberta did say when I 
reviewed Wasteland that it would 
be a long time before anyone 
finished it, and I am interested to 
see how many peole have in fact 
done it. It remains one of my all 
time favourite RPG‘s. So, as you 
did so well, lam going to send you 
the complete full colour book of 
Roxanna, The Quest For The Time 
Bird as a prize. 


Dear Andy 

Over a year ago you reviewed 
DEAD END in your column, then 
in a vastly simpler format. Late 
last year I came to the conclusion 
that it is impossible, no matter how 
good my games, to get them pub¬ 
lished. Therefore after much pre- 
peration (and a business course) I 
decided to publish my (and poss¬ 
ibly other good writers) software 
myself. I have not however just 
added nice packaging to Dead 
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End and re released it. The story 
has been improved and the 
graphics been replaced by more 
rounded characters, and version 
1.00 of my bakpak routines has 
been added. This has all led to the 
cost of the game rising to £7.95 for 
64 cassette. Dark Sky Over para¬ 
dise in now complete and my third 
title, the first of a fantasy series 
called DOOM is well under way. 

Thanks for a fine column, sim¬ 
ple and informative, when most 
other mags are dressing their col¬ 
umns up with curious pen names 
and meaningless drivel. Thanks 
for also not writing off text based 
adventures as some mags are 
doing. There is a market for both 
types, but I say that no matter how 
powerful a computer gets. Its 
graphical content will never bet¬ 
ter your own imagination, and on¬ 
ly by reading text and forming 
your own picture will you truly get 
into toal interaction. 
f I agree with you that Shogun is 
a classy piece of work, it certainly 
is one of my favourites. Lastly, it is 
a shame about Level 9, the WORM 
IN PARADISE was the first real 
adventure I played. 

Martyn Westwood, 
Sheffield, 

I wish you every success in your 
publishing venture Martyn, and I 
do not forget to send me copies of ' 
your games, I promise to review 
them. I have spoken with Pete 
Austin at Level 9 and he will not 
relent. He maintains that 16 bit 
games are the only future for his 
company, and that totally ani¬ 
mated adventuring is the phoenix 
that has risen out of the text-only 
ashes. This is strong stuff coming 
from a company that has sup¬ 
ported every 8 bit machine cur¬ 
rently available. He stresses that 
this is not only a commercial deci¬ 
sion, he personally has tired of the 
text puzzle formula, and for some 
time has yearned fora more excit¬ 
ing approach. Level 9‘s new sys¬ 
tem which is described by Pete as 
a sort of Gauntlet/Sierra/Ultima 
look with smooth detailed charac¬ 
ters that move quickly (using 
Level 9‘s data compression tech¬ 
niques) and advanced story lines 
that WELL provide total interac¬ 
tion. For my part, we all as human 
beings try to avoid change, be¬ 
cause we are creatures of habit, 


and fortunately for the Human 
Race there have been people who 
insist on change, and have made a 
better world because of it. I will 
give the new look Level 9 an un¬ 
biased test because as principally 
a text only graduate, I have learnt 
to look at new things in a positive 
and not a negative way. I fit truly is 
the way forward, then let us not 


dwell in the past but look to the 
future with excitement. Sadly for 
text only adventures I feel in my 
bones that they will soon be just a 
happy memory of computer enter¬ 
tainment development. If I am 
wrong, I for one will not be dis¬ 
appointed, but you never know. 



-^\r 


BARDS TALE U SOLUTION 
DARGOTHS TOWER 
LEVEL O NE 

The sage told us that the Tower Of 
Dargoth lies in the City of Philippi. 
The old man’s words were grim 
indeed, and we approached the 
Tower warily. Once inside we 
came upon many teleport traps, 
which made mapping really diffi¬ 
cult. 1) Here there was a bodiless 
voice which said ‘SEEK THE ZEN 
MASTER* 2) we teleported to 3) 
v which led to a small room 4) where 
?a magic mouth said “WHAT TRU¬ 
LY COUNTS IS RARELY SAID* 
and then ASK THE WIZE OF THE 




MAZE OF DREAD* I though this \ 
must be a clue for the Sage. We ( 
teleported through 6,7,and 8 to a [ 
small room 9) where in the midst of \ 
traps and darkness another mouth 
said ‘ANSWER THIS ,IS IT BET¬ 
TER TO BURN OUT OR FADE . 
AWAY?*. Andreas remembered a j 
part of a clue how he was *told to 
bum*.... so we shouted ‘bum 1 and 
that was correct! 10) teleported us 
through wraparound magic (11) 
and in 12) we saw a message 
which said ‘FREQUENCY IS THE 
ULTIMATE KEY*, at 13) a final 
teleport brought us to stairs lead¬ 
ing up to the next level of the 
tower... TO BE CONTINUED. 
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MASTERTRONIC 

ADVENTUROUS 


GET 


Remember Mike Singleton? Well, 
the maestro who gave us War in 
Middle Earth and Lords Of Mid¬ 
night has surfaced again with a 
gothic ‘Cluedo-like‘ whodunnit 
called Grimblood. Deep within 
Castle Grimblood lurks a murder¬ 
er who is preying on its inhabi¬ 
tants. It features digitised sound 
and graphics and promises a diffe¬ 
rent game with each load. 

Also from Mastertronic is 
CONFLICT, a simulation based in 
the Middle East. As Israeli Prime 
Minister in 1997, you must force 
the collapse of all four neighbour¬ 
ing countries via military action, 
political destablisation or by 
general pressure. Your only prob¬ 
lem is to keep Israel alive for long 
enough to complete your aim. 
Both games are only £4.99 on 16 
bit! 


(available to members only) has 
absolutely nothing to do with Sys¬ 
tem 3‘s game of the same name, 
which also has a sub title of His¬ 
tory In The Making. 


MY TOP 10 1989 ADVEN¬ 
TURES 

1) Journey (Infocom)/ 
Wasteland (Interplay) Joint 
winners. ( 

3) Shogun (Infocom) / 

4) Ultima V (Origin) / 

5) Ultima IV (Origin) 

)6) Legend Of The Sword ) 

l(E-A) 

7) Fish (Mag Scrolls) J 

8) Zork Zero (Infocom) ' 

9) Swords Of Twilight (EJI) 

10) Deja Vu II (Mindscape) 



How about yours? 


^ adventure REVIEWS 


A NEW NAME IN ADVEN¬ 
TURING 

A regular reader of the column 
and former prize winner Martyn 
Westwood who appealed in these 
pages for a publisher to his adven¬ 
tures, has decided to go it alone 
and has launched his own com¬ 
pany called Interactive Technolo¬ 
gy (see letters section). His origi¬ 
nal adventure Dead End has been 
rewritten and the graphics im¬ 
proved, and his second release ‘A 
Dark Sky Over Paradise ‘ is com¬ 
plete. For details, contact Martyn 
at Interactive Technology, PO Box 
146, Sheffield S13 7TY TEL:0742 
693104 

lNFOCOM c S MINES SOON 

Mines Of Titan, Infocoms new 
RPG is very close to completion, 
but lips are sealed as to when it 
will see the light of day. 

DRAKKHEN OUT 

Infogrammes new adventure 
Drakkhen is imminent, and word 
has it that Gary (Dand D) Gygax 
has been involved in the writing 
and planning. Review next month. 

THE MYTH ABOUT MYTH 

Official Secrets have asked me to 
make it clear that their Mag 
Scrolls mini adventure MYTH 


EA AMIGA/RPG 

Keef is a Thief. Booted out of town 
for not doing the right thing and 
learning the ways of the monks, 
warriors and mages, (although he 
managed to learn a bit of each) he 
is forced to seek fame and fortune 
and possibly become a God King, 
but that is very unlikely, isnt it? 
Theres not a lot to say about Keef 
really, except that it is a very 
humourous, colourful, easy to 
play RPG that has all the trappings 
of serious adventures but deals 
with them in a light hearted way. 
Even dying raises a laugh! Using a 
mixture of text in the lower half of 
the screen, and pictures in the top 
half, with a direction compass on 
the right hand side, Keef is really 
the perfect adventure for anyone 
who wants to get into role playing, 
and may provide some hearty fun 
for the experienced player. 
PERSONAL RATING_7 

DRAGONS OF FLAME 
SSI 64 DISK/AD&D 

This latest game in the Forgotten 
Realms series has all the hall¬ 
marks of the best yet. I was kindly 
sent a preproduction copy by US 
Gold, and was assured that it was a 
final version. The story is set some 
three hundred years forward from 
the last Dragonlance offering, and 


the Companions Of The Lance are 
still trying to save Krynn from 
domination by Takhis the Queen 
of Darkness. Their only hope lies 
in the revival of the worship of the 
Old Gods. The Disks of Mishail 
have been recovered and the first 
True Cleric in over three hundred 
years walks Krynn. Whilst the 
Companions (thats you) were 
away retrieving the Discs, the 
Draconian forces have occupied 
most of the land. Only the Elves of 
Qualinesti have held out, and 
whilst the enemy has consoli¬ 
dated for a massive attack on 
them, the Companions must enter 
the hidden caves of Sia mori, find 
the ancient sword Wyrmslayer, 
sneak into the fortress of Pax and 
rescue the Princess and free the 
Elven women and children. 

There are really two modes to 
the game, the Wilderness mode 
which looks a lot like the game 
Faery Tale with your party de¬ 
picted as asingle iconinthe centre 
of the screen, and then in close 
combat mode the view changes to 
a side on scrolling affair. 

You actually start the game 
with eight party members, and 
can change control to any of them 
throughout. This really means you 
get eight lives before defeat stares 
you in the face, and looking at the 
amount of monsters there are to 
contend with, you will be glad of 
the help. Talking of help there are 
a number of NPC‘s that you will 
meet on your travels who may 
accompany you, the only trouble 
is you do not know on first sight 
who is good and who is bad. It 
might be a good idea to chance 
receiving a first blow to find out, as 
some NCP“s are very handy in¬ 
deed, especially Gilthinas who 
wears chainmail and is armed 
with a +1 longsword and bow. 

Dragons of Flame is a lively 
game, that plays very well and 
cannot really be faulted. I must 
say that the Forgotten Realms 
series is turning out some promis¬ 
ing stuff. 

PERSONAL RATING_9 

SWORDS OF TWILIGHT 

SWORDS has been written for up 
to three players to participate in at 
the same time, and is the first RPG 
to do so with any real purpose 
behind it. 

The game owes some of its look 
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to Gauntlet/TJltima in the over¬ 
head room to room exploration of 
buildings, whilst outside, the 
familiar scrolling landscape tech¬ 
nique of current RPG‘s is used. The 
actual game screen is divided into 
five windows, and one of the first 
three windows shows the face, 
name and current mood of the 
character that you are playing. 
The other two depict your com¬ 
rades in arms, which in my case 
were computer controlled as I was 
playing it solo. The middle win¬ 
dow is the main action area, and 
all movement is shown here, and 
the fourth window is reserved for 
anyone you meet along the way. 

The style of the adventure is 
such that all text such as dialogue, 
inventory, and actions are shown 
alongside the character graphic 
inside the relevant window. Now, 
this is where the new style techni¬ 
ques are used, as each character, 
although led by you and your ac¬ 
tions, is an independent person 
who will move talk and fight with¬ 
out your help, and converse with 
other people before you manage to 
get a word in! In short, they are as 
fustrating as real people. The au¬ 
thors call them stubborn, easily 
distracted and say that they will 
constantly get in the way, and that 
you must put up with their quirks 
as they will defend you with their 
lives. In other words, the program¬ 
ming time had run out! 

Your quest is somewhat 
shrouded in mystery, but ulti¬ 
mately you need to find Baleblade, 
the Sword of Aggression, in order 
to free the land from the Shadow- 
lord.Along the way you will find 
useful items, or be given magical 
equipment, providing that you 
learn how to converse properly. 


This is one part of the game Ifound 
tedious. By pressing the fire but¬ 
ton, a series of menus appears 
giving you a number of choices, 
and you highlight the appropriate 
action that you require. This all 
very well in theory, but when a 
character asks you a question and 
you have to shunt through three 
different menus before finally 
finding the correct response, you 
find that it took so long that 
another character has answered 
in your place!That apart though, 
SWORDS OF TWILIGHT is a user 
friendly role player that brings us 
a new approach to adventuring 
that is to be commended. 


SPACE QUEST m 

SIERRA ANIMATED 

ADVENTURE 

There is only one word to describe 
Space Quest HI and that is BRIL¬ 
LIANT. Sierra’s new style inter¬ 
preter has given us what was mis¬ 
sing in all their other games to 
date, and that is stupendous 
graphics and wonderful stereo 
sound (in this case especially writ¬ 


ten by Bob Siebenberg from the 
legendary band Supertramp). 
Right from the start, you are in 
what turns out to be a very nasty 
puzzle indeed.... how to get out of 
the space junkyard where you 
find yourself deposited after your 
heroics in SQH. 

You obviously need to find a 
ship that works, (nothing that a 
little mechanical tinkering will 
not solve) and just how do you bust 
out when you’ve got your ship 
working! Once again you as Roger 
Wilco must overcome all odds, 
this time to rescue two computer 
programmers from having to code 
awful space games with Scumsoft 
. They were abducted by Space 
pirates, and taken to the odious 
Company Boss Elmo Pug where 
they have been forced to work. 
Can Roger save the day? All the 
action is as usual on screen and 
animated in the most sensational 
way, with some simply stunning 
scenes. There are three planets to 
explore before you finally come 
face to face with Scumsoft, Elmo 
and who knows what? Sierra have 
come of age, make no mistake, and 
with so many more games to look 
forward to, including Leisure Suit 
Larry II and HI we are in for many 
a treat I can tell you. Beg, steal and 
borrow for this one. 
PERSONAE RATING_10 

AND SO ANOTHER CHAPTER 
CLOSES ON OUR BOOK OF 
ADVENTURE CHRONICLES. 
VISIT US NEXT MONTH HOWEV¬ 
ER, FOR MUCH INFORMATION, 
KELP AND REVIEWS OF TIME, 
LE ISURE SUIT LARRY H AND 
MYSTERY OF THE MUMMY. 
TILL THEN HAVE A HAPPY NEW 
AD VENTURING YEAR 
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Ghouls ’n’ 

Ghosts 

11 

US Gold 

W hen it was confirmed that 
Capcom’s Ghouls ’n’ 

Ghosts was to be con¬ 
verted to home formats by US 
Gold, the obvious choice of prog¬ 
rammer for the 64 version was 

“Strip away all the 
luxurious extras today’s 
technology allows, and 
you’ve still got a brilliant 
game.” 

Chris Butler, the man behind the 
superb 64 Ghosts ’n’ Goblins. 

However, it turned out that Soft¬ 
ware Creations got the contract, 
and Chris went on to program idinly man capable of producing a most popular arcade machines. 
Power Drift for Activision. It’^ in- decent conversion of the sequel to Like the original, it’s a scrolling 
teresting to see how a software / Ghosts ’n’ Goblins, as in fact, the platform game. A classic format, it 
house’s loyalties change. / coin-op presents far fewer prob- is brought right up to date with 

Obviously Mr Butler isn’t thfe ' lems to the 64 programmers than some extremely powerful hard¬ 
ware. Parallax scrolling across a 
huge monitor, combined with 
buckets of colour and some clever 
use of sprites, amounts to about 
the best ever non-3D coin-op in my 
opinion. Strip away all the luxu¬ 
rious extras today’s technology 
allows, and you’ve still got a bril¬ 
liant game. Good news then for the 
conversion to the 64. 

Once again you play Arthur 
the knight, and your goal is just as 
before: to rescue your princess 
from the spooks of hell. Reaping 
grimly with their rusty scythes, 
the hooded undead rise from the 
depths of the first level. A stab 
from one of your magic lances will 
see them off, although if you flee 
them, they’ll soon get bored and 
return to the grave. The vultures 
are a bit tougher, taking a couple 
of hits before exploding. A short 
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sharp storm follows half way 
though the level, proceeded by a 
couple of vicious pigs and few 
skull-spitting fires. In contrast to 
the rest of the level, the giant 
goblin guarding the exit is rather 
impressive. 

Each of the following four 
levels has a very different look, 
with new enemies, scenery and 
obstacles. A small part of level 
two for example, involves cros¬ 
sing heaps of loose grain, by 
means of a series of rickety rope 
bridges. Level four has you leap¬ 
ing around on a magical platform, 
switching entirely to vertical 

“The levels are also each 
accompanied by a new 
piece of music, all of 



which are extremely 
atmospheric, with a 
surprising amount of 
original sounds” 

scrolling. The levels are also each 
accompanied by a new piece of 
music, all of which are extremely 
atmospheric, with a surprising 
amount of original sounds. 

Graphically, the game is on 
par with Software Creations’ 
Bionic Commando conversion. 
Unlike the coin-op, there’s a lack 
of sparkle in the sprites due to the 
murky colour schemes. Definition 
could have been sharper, and the 
backgrounds are a little messy in 


places. Because the background 
graphics have been cut down to 
the minimum required by the 
gameplay, some levels can look 
rather empty, which is off-putting 
for first-timers, although as is 
usually the case with coin-op con¬ 
versions, if you’ve played the 
original you’ll subconsciously fill 
in the blanks yourself. 

Unfortunately a few bugs seem 
to have remained in the produc¬ 
tion copies. The bouncing heads of 
level two move erratically, there 
are glitches in the storm of the first 
level, and you’ll sometimes find 
yourself falling through non-exis¬ 
tent holes. It’s a shame these bugs 
weren’t riddled out, as they lower 



f 1 1 aye 


<6 tft A A 


the tone of an otherwise attractive 
and playable game. Ghouls 64 will 
please fans of the coin-op, but I 
can’t help feeling it’s a bit of a 
missed opportunity. 


;GrapW»,f 1 
,^ 4.99 


Amiga 

More care seems to have been 
taken with the Amiga version. It’s 
bug-free (although the collision 
detection is sometimes inaccur¬ 
ate) and as you’d expect, it looks a 
lot more like the coin-op. The full 
height of the screen is used, and 
everything looks and feels neater. 
The music is even better thanks to 
the addition of clear samples, 
especially the dramatic sound¬ 
track of the first level. Gameplay 
is improved by more responsive 
controls, and it all adds up to a 
very satisfying conversion. 


hies: 82 °/° 
80 °/° 


\ 19.99 

\ price- 
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Activision 

I f Ghostbusters had udders, 
they’d be red raw. You would 
have thought the poor old 
bovine would have been milked 
dry with The first Ghostbusters 
game which sold over 250,00 The 
Real Ghostbusters cartoons and 
the chain of affiliated merchandi¬ 
se, but no, Ray Parker Jnr sings on, 
the busters keep busting, and 
Activision come out with their 
third computer tie-in. 

Following the recent trend of 
film tie-ins, GBII takes three sce¬ 
nes from the film, works them into 
sub games, and arranges them one 
after the other. Before you get into 
the first of these, you get a short 
intro outlining the plot, accompa¬ 
nied by digitised stills from the 
movie. The 64 can do some great with something a bit different. The which itself can shoot smaller fire- 

things, but digitising graphics is Stat ^ e of Liberty has come to life, balls at the enemy. Each fireball is 

not one of them. Those in the intro 18 stomping down Broadway limited in power, and once you’ve 

are nothing but a mess of coloured on way to the Museum of Art. drained one, another must be cre¬ 
pixels, which add nothing to the T . he outbreak of ghoulies is a se- ated, which takes its toll of the 

game, but prolong the loading nous danger to the statue’s health, statue’s energy level. Energy can 

time. so you have to protect her from the be topped up by sending the crowd 

Things pick up once the first attacking ghosts. You control a on the street to pick up slime from 

level is loaded. At the bottom of a fireball from the statue’s torch, dead ghosts. The idea of the fire- 

deep shaft, beneath the city 
streets, runs a river of slime. Your 
goal is to retrieve a sample for 
analysis. Your fellow ghostbus¬ 
ters lower you on a winch, while 
an assortment of spooks reach out 
from the walls, spit slime and 
generally give you a hard time. 

There are three parts of a scoop 
needed to collect the slime, all of 
which can be found in the shaft. 

Swinging from side to side, you 
have to align your feet with each 
scoop component to pick it up. 

Energy and weapon refills can 
also be collected along the way. 

The main sprite is large and well 
drawn, and for a change, the 
gameplay is fairly original, 
although only mildly enjoyable. 

Level two also shows an effort 
on the designers’ part to come up 
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troying the evil Vigo the Car¬ 
pathian. I’ve said it about the 
Ocean movie tie-ins, and it’s true 
of GBII, that rather than amount¬ 
ing to one large, flowing game, the 
sections may as well be three dif¬ 
ferent games, none of which is 
particularly addictive. An interest 
in the film will follow through to 
the game, but I can’t see many 
playing it into the witching hour. 

^ T.H. 


balls running out proves irritating. 
Your control of the ball is much 
like that of a spaceship in a con¬ 
ventional shoot ’em up, but when 
you shoot your last ball of flame, 
you’re immediately transported 
back to the torch, breaking any 
rhythm you had going. Technical¬ 
ly, this second stage is impressive, 


with a lot of neatly defined sprites, 
a big, animated statue of liberty, 
and a bit of parallax scrolling 
thrown in for no extra charge. It’s a 
lot harder than the first section, 
but again is hardly gripping. 

The third and final sub game 
sets you the twin goals of res- 
cueing Oscar the baby, and des- 


AMIGA 

Although the Amiga version 
has some attractive graphics, it 
looks very similar to the 64 game. 
Gameplay is identical throughout 
almost the entire game. Its only 
deviation is its more cramped, and 
subsequently frustrating first 
level. The sampled Ghostbusters 
theme is clear enough, but by now, 
isn’t everyone sick to death of the 
original tune? A mix of the Bobby 
Brown tie-in single would have 
gone down well. As the only differ¬ 
ences between the 8 and 16-bit 
versions are minor sound and 
graphical improvements, with a 
slight reduction in playablitity, 
the Amiga game comes out a little 
worse for its higher price. 
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ROMMEL - 

BATTLES FOR 
NORTH AFRICA 


SSG 

I nitially appearing on the C64, 
SSG’s Rommel has finally been 
converted to the PC. Rather 
than complete a straight port to 
the 16-bit environment SSG have 
added a variety of features. The 
actual package arrives with three 
disks. An excellent 72-page manu¬ 
al is also included giving game 
instructions, a guide to your first 
battle, a description to the eight 
included scenarios and instruc¬ 
tions on how to use the scenario 
designer which SSG call "War- 
plan", and there are other goodies. 

Rommel has been designed 
within SSG’s familiar Battlefront 
system. This system simulates the 
operational level combat between 
opposing sides up to one Corps in 
size. Manoeuvre elements are 
battalions, while the smallest ele¬ 
ment the player can interact with 
are parent regiments. The time 
scale uses four turns per day 
which are split up into three day¬ 
light turns and one night turn. 

As commander you can order 
the allocation of divisional assets 
among the regiments, artillery 
and air support, movement orders 
for the divisional headquarters 
and orders for individual regim¬ 
ents. Orders include movement 
towards objective hexes or con¬ 
tacted enemy units, four levels of 
attack, three levels of defense and 
reserve mode (to re-group). 

Playing the game is entirely 
done via menus. Some formations 
can be specified as brittle. So 
monitoring casualty levels is a 
prime importance. The Warplan 
utility is given either to create new 
scenarios or modify existing ones. 
You can design your own maps, 



OrtFSftj 
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Side- Italo-Gernan 
orps- Deutsches flf r ika 
Name- Gen. von ftrnin 


REPORTS 


OPTIONS 


graphics icons (via Warpaint), de¬ 
sign your own units, unit organisa¬ 
tion and scenario parameters. 

The scenarios that have been 
included within the game are well 
chosen. There are no set piece 
battle here, they are all fairly 
fluid. They include some of the 
lesser known actions such as the 
British drive into Vichy Syria and 
Lebanon during June 1941. 

For the benefit of the PC SSG 
have made a number of changes 
and additions. Firstly, the menu 
choices can be made via function 
keys as well as arrow keys. There 
are many graphic changes to the 
PC version including the use of 
"marching ants" icons to signify 
the present state of the battalion 
during battle. The VGA/EGA 
graphics are utilised to the full 
giving the whole game a very 
polished appearance. With over 
250 full map icons that can be 
utilised to build up the map. It is 


possible to create 16-colour ter¬ 
rain shapes and icons. 

There is no doubt that any war- 
game aficionado will enjoy Rom¬ 
mel. The element that makes Rom¬ 
mel such a success is its design. 
The scenarios are imaginative 
and well-chosen and the 16-bit 
and graphical enhancements 
make the whole game a joy to play. 

Contact: Electronic Arts’ on 
0753 49442, or call Strategic Plus 
Software on 01 979 2987, a mail 
order shop, who also stock this 
Software. 

P.R. 
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ADVENTURE 

HELPLINE 



Do you play computer adventures? 
Have you ever been faced with a seemingly 
impossible situation? 

WE CAN HELP YOU 

Our adventure rescue team works 7 days a 
week until midnight, and will be pleased to 
answer your queries. 

We offer help on any game on any computer. 

So, if you’re tearing your hair out ring 
this number now. 

0898 338 933 

Keep this number safe. 

25p per minute off peak 38p per minute peak time. 


FRONTIER 

TECHNOLOGY 


24 HOUR ORDERLINE 
04463-2935 



and 



FRONTIER TECHNOLOGY LTD, 

LLANDOWIND. EST., 
COWBRIDGE, CF7 7PB 

ALL PRICES INCLUDE 
VAT AND DELIVERY 


Super Combo 
Super Price! 



New Languages for your 
C-64 and C-128 


Super Pascal-64 

£39.95 

Super Pascal-128 

£39.95 

SuperC-64 

£39.95 

SuperC-128 

£39.95 

Cobo!64/128 

£29.95 

Fortran-64 

£29.95 

ADA-64 

£19.95 

Forth-64 

£12.95 

LOGO-64 

£14.95 

Pilot-64 

£14.95 

Video Basic-64 

£19.95 

Pascal-64 

£14.95 

Zoom Pascal- 

£9.95 

Assembler/Monitor - 64 

£9.95 

SPECIAL OFFERSuperC + SuperPascal (C64orCl 28) 

Send SAE. for full details 

£59.95 


ADAMSOFT, 18 NORWICH AVENUE, 
ROCHDALE, LANCS OL11 5JZ 
Access/Visa orders Tel: 0706 524304 



D I GIC RAFT 

QUALITY AMIGA DIGITISING 

Fed up with paying high prices? Then look no further .... We at 
Digicraft aim to please all our customers with our friendly and low 
cost digitising service. 

We are confident that we offer the best service together with 
the best prices possible for Amiga owners, unlike certain other 
people we could mention! 

• Top quality digitising using the latest technology 

• Sony branded disks used as standard 

• Users may send their own disks if they prefer 

• No extra charge for colour pictures 

• Free slideshow utility with every order 

• Competitive prices 

Any of the Amiga’s resolutions can be displayed with interlace 
or overscan if required (please state). Approx. 10 pictures can be 
stored per disk. 

Colour or B/W pictures £1.00 each. 

Please add £2.50 per disk (PGrP inc). Deduct £1.00 if sending your 
own disk(s). 

Make cheques/POs payable to: 

DIGICRAFT, 45 Endsleigh Court, Colchester, Essex C03 3QT. 

Tel 0206 767107 

or, alternatively, send a SAE for more info on this and our T-Shirt service. 


















Untoi 



T hese multi-stage film tie-ins 
have become Ocean’s spe¬ 
ciality, and going on reports 
of their recent sales figures, it 
looks as if they’ve found them¬ 
selves a winning formula. As 
you’d expect, The Untouchables 
continues in the favoured style, 
with six scenes translated from 
the film. 

Playing the parte of four of The 
Untouchables, it’s your job to bring 
A1 Capone to justice. His illegal 
trade in alcohol is no secret, but 
before you can nail him you need 
proof, or at least evidence of his 
crimes. Following a tip-off, you 
locate a warehouse being used by 
his men, and decide to pay them a 
visit. 

Although you’d planned just to 
break up the party and make some 
arrests, you find that some of the 
accountants are there with sub¬ 
stantial incriminating evidence. 
Chaos ensues, as you fight off the 
endless army of gangsters, whilst 
tracking the accountants. Shoot¬ 
ing the accountants forces them to 
give up their documents. 

On the whole this first section 


plays well. One irritating quirk is 
that if you accidentally touch an 
accountant, he falls to bottom of 
the screen, and eventually reap¬ 
pears somewhere at the other end 
of the warehouse. It’s also rather 
drawn out. and would benefit from 
moving on to the second stage a 


little sooner. 

From the information you 
picked up at the warehouse, you 
discover the location of a liquor 
run on the US/Canadian border. 
Intercepting the convoy on a 
bridge, you decide to give your 
trigger finger a little light excer- 
cise. Control can be switched be¬ 
tween any of the foursome, so in 
effect you have four lives. Your 
current gunman is seen at the 
bottom of the screen, rolling left 
and right as he dodges the machi¬ 
ne gun fire. A small circle at the 
top of the screen acts as your sight. 
The idea is that you use this to line 
up your shots, but as it’s so small, 
and moves in fairly large steps, 
relating the flashing colours seen 
through the sight, to the action in 
the main screen, is almost impos¬ 
sible. In practice it’s easier to use 
the bullet holes made by your 
shots as a form of crosshair. 

Section three is set in the shady 
alleyways of the city. Capone’s 
accountant is making a run for the 
station, in an attempt to escape by 
rail. The mob have heard the 
news, and are out to stop your 
gang of four. Aimed with a doub¬ 
le-barrelled shotgun, you have to 
clear each alley of mobsters be- 
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Chicago in the 1920’s was no 
place for Dixon of Dock Green. 
A1 Capone had set up a mas¬ 
sive liquor racket, which of 
course during the total pro¬ 
hibition ofalchoholin the USA 
was illegal. Organised crime 
mainly based on bootleg 
booze was getting out of hand, 
so to fight the mob, hard nut 
cop Elliot Ness set up his own 
counter-force made up of his 
best men. Through their un¬ 
bending determination to 
bring down Capone, they 
gained the title of The Un¬ 
touchables. Though Capone 
eventually died in prison, he 
was only there for income tax 
evasion! 
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fore moving on to the next Duck¬ 
ing into a sideroad allows you to 
reload in safety, but there’s no 
time to hang around. If time is 
tight, you could always reload 
within range of the enemy, but of 
course the risk to your health is far 
greater. 

The fourth stage is a little more 
light-hearted. At the station, The 
Untouchables meet up with the 
accountant and his armed escort. 


Yet another shoot out follows, but 
in the confusion, a mother and 
here baby are separated. The run¬ 
away pram sets off down a large 
flight of stairs, and if s up to you to 
both guide the baby to safety and 
deal with the baddies. With that 
done, in the fifth scene you are 
given five seconds to shoot the 
accountant, makingsure you don’t 
hit his hostage. The climax comes 



M 


with a rooftop chase, presented in 
a similar fashion to the alleyway 
shootout. 


It’s obvious from the variety of 
design and quality programming, 
that a lot of time has gone into The 
Untouchables. It’s extremely neat¬ 
ly presented, with a movie-style 
front end which includes a tense 
opening score. The sprites are of a 
high standard, as are most of the 
backgrounds. Although there are 
six varied levels, most are very 
repetitive. The alley scene for ex¬ 
ample, has you popping out from 
the sideroad, shooting a couple of 
villains, and then repeating the 
action over and over again. The 
programmers have done a fine job 
in realising the storyboard, but I 
can’t say I find any of the sections 
particularly engrossing. Some 
satisfyingly large explosions and 
gory death sequences would have 
made for a meatier feel, but even 
so, I’m sure The Untouchables will 
be a favourite among fans of Pla¬ 


toon and Batman. 
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SPACE ACE 



PREVIEW 


S pace Ace is the follow-up to Dragon’s Lair, and 
goes one better by running on the standard 512K 
Amiga - as well as having over three times as 
many screens. 

Ace - our hero, has landed himself with a few 
problems. The evil commander Borf is planning to 
take over the planet Earth with his dreaded Infanto 
ray gun, and to add to Ace’s problems, his beautiful 
girlfriend Kimberley is in the grips of Borf! 

Ace has to travel through FORTY screens, each 
one totally individual, to rescue his girl and save the 
world. Digitised sound from the original laserdisk 
coin-op adds to the atnosphere, and the graphics are 
without a doubt the best ever to grace our Amiga 
screens. 

Though we have seen the game in its entirety, the 
pre-production copy did not let us sample the game- 
play itself, so it is impossible to comment on whether 
or not it will offer more player interaction than 
Dragon’s Lair. 

Space Ace is bound to cause a stir when it is 
released within the next few weeks. The release of 
Dragon’s Lair saw people rushing out to buy 1 Meg 
expansions and even complete Amigas, just to look 
at the stunning graphics! At least you don’t have to 
upgrade to be a Space Ace! A full review will appear 
in the next CC1 

SJP. 
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Beverly 

Hills Cop 


B uying up the rights to popu¬ 
lar coin-ops and celebraties 
has been common practice 
in the computer game business for 
years, but only recently has the 
potential of a big name movie li¬ 
cence been realised. Beverly Hills 
Cop the movie, released at what 
has so far been the peak of Eddie 
Murphy’s acting career, would 
have almost guaranteed a high 
chart position for the game, had 
the game been released at the 
same time as the film. It might 
have missed the boat from a mar¬ 
keting point of view, but that’s no 
reason why the game itself 
shouldn’t be a corker. 

There are five parts to the 
game, and as usual, each is very 
different from the rest. It begins 
with Axel Foley in pursuit of 
Crackshot Joe, a big nob in the 
local mob. You control Axel in this 
isometric 3D car chase. There’s 
little to get excited about however, 
as the roads are completely de¬ 
serted. Once you’ve located the 
criminal, shooting him brings on 
the next stage. 


Tynesoft 


Now the location switches to a 
warehouse, from which members 
of the gang are shipping out crates 
of arms. You begin at the far left of 
the horizontally scrolling ware¬ 
house, and must make your way to 
the despatch bay at the opposite 
end. Enemies can be punched or 
kicked out of the way, and mines 
and rolling barrels need to be 
jumped. The sprites in this level 
are the most pathetic I’ve seen in 
years. Sadly the gameplay is on a 
similar plane. 


Next comes a weak Spy Hunter 
clone, as you chase the escaping 
arms dealers. Shooting the first 
two explosive-laden vans will put 
a stop to them, but the third must 
be tracked to reveal the location of 
the gang’s mansion. 

On foot once more, the fourth 
level has you gunning down Mr 
Big’s bodyguards in the grounds of 
the mansion. This extremely sim¬ 
ple stage is a multi-directionaUy 
scrolling shoot ’em up, made un¬ 
necessarily awkward by the fact 
that you can’t move diagonally. 

The final load takes place in¬ 
side the mansion. Your goal is to 
find and arrest Mr Big, and rescue 
the hostages. It looks and plays 
just like Mayday Squad, viewed 
through Axel’s eyes in 3D. Unfor¬ 
tunately, it’s extremely slow mov¬ 
ing, with unresponsive controls 
and bland graphics, which is typi¬ 
cal of the entire game. Beverly 
Hills Cop has a severe lack of 
excitement from start to finish. Its 
consistently awful graphics and 
sound just nib salt into the wound. 
Tynesoft really do have a cheek 
releasing such rubbish at full pri¬ 
ce. Forget it. 

T.H. 
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f Hints and Tips 


HORGAN’S 

HINTS 


' You can lead a horse to water, but 
a pencil must be led", as Stan 
Laurel once said. Completely irre¬ 
levant to this month’s hints Ill 
admit, but I thought it was worth 
sharing with you. (I’m not so sure! 
Ed) Unfortunately that’s about the 
extent of this month’s classic com¬ 
edy. However, what I can offer 
you is a steaming heap of the shar¬ 
pest pokes in existence, with a 
smooth creamy topping from 
those Wickersley wonderboys, 
Barfie and Goody. 

64 

Shinobi 

This gets a bit tricky after the 
second level, so cassette users 
may well find it beneficial to enter 
this listing before loading the 
game, which will magically be¬ 
come a lot easier. 

0 PRINT CHR$(147) 

1 FOR 1=304 TO 343JtEAD A$ 

2 L=ASC(LEFT$ (A$,l)): L=L+55: 
IF L<5 THEN L=L+7 

3 RASC(LEFT$ (A$,l)): R=R-55: 
IF R<5 THEN R=R+7 

4 V=(L*16)+R: C=C+V:POKE 
I,VdNEXT 

5 IF C<>3050 THEN PRINT "DATA 
ERROR!£ND 

6 PRINT SAVE LISTING FOR FU¬ 
TURE USE 

7 PRINTiPRINT SYS 304 TO 
START 

10 DATA 

20,56,F5,A9,40,8D,29,04,01 

11 DATA 

8D,2A,04,4C,40,03,A9,AD,8D,75 

12 DATA 

08,A9,A0,8D,77,08,A9,1C,8D,78 

13 DATA 

08,4C,0D,08,00,00,00,00,00,00 

Rally Cross Simulator 
Having trouble with this cheap 
and chearful Hotrod clone? Reset 
the game and give these pokes a 
try. 

POKE 3822,96 (infinite time) 
POKE 4376,44 (infinite fuel) 


POKE 4302,44 (immunity to dam¬ 
age) 

SYS 2071 (restarts) 

Rick Dangerous 
Here are two cheats for this fave of 
the production depatment. To res¬ 
tart a game at the last level visited, 
type FLUFOMATIC on the hi- 
score chart. Alternatively, reset 
the game and enter these pokes. 
POKE 27931,173 (infinite lives) 
POKE 11193,173 (infinite bombs) 
POKE 10886,173 (infinite shots) 
SYS 2071 (restarts) 

Indiana Jones and the Last Cru¬ 
sade 

Hold down the keys F, I, S and M, to 
enter the cheat mode. Pressing 
keys from 1 to 5 will take you 
through the current level, whilst 6 
takes you to the next level. If you’d 
prefer, try out these pokes, to be 
entered after resetting the game. 
POKE 32552,173 (infinite lives) 
POKE 37255,173 (infinite whips) 
POKE 35756,123 (infinite tor¬ 
ches) 

SYS 32092 (restarts) 

Navy Moves 

Not much of a stunner, but this 
poke for the first load may revive 
your interest. Reset the game be¬ 
fore entering: 

POKE 5851,173 (infinite fives) 
SYS 3584 (restarts) 

The Untouchables 

Here are some details of the loca¬ 
tions of lives counters and the like. 
You’ll need a cartridge with a 
monitor to make any use of them, 
but I’d be interested if anyone can 
work them into a more accessible 
form. 

Level 1: 

$80FE (33022) energy, max¬ 
imum $28 (40) 

$80F3 (3301l)=time in minutes 
$80F6(33014) evidence 
Lewi 2: 

$80FA (33018)=baseball bat 
length 


Time as above 
Level 3: 

$8093-$8096 (32915-32918)= 

energy 

Time as above 


Leonardo 

Load and reset the game before 
entering: 

POKE 34117,0 (infinite lives) 
POKE 34391,252 (infinite time) 
POKE 38162,252 (infinite time in 
bonus sections) 

SYS 19456 (restarts) 

Blasteroids 

Enter these after reseting the 
game. 

POKE 11571,173 (infinite ships) 
SYS 25856 (restarts) 


Exoion 

Here’s one for those without a re¬ 
set switch, from Andrew Thomas. 
Enter it before loading the game 
with infinite lives. 

0 REM HACKED BY ANDRE W THO¬ 
MAS 

3 FOR A=49152 TO 49210dtEAD 
Bd*OKE A3£=C+BMEXT A 
5IFC<> 6893THEN PRINT"ERROR- 
!£ND 

8 SYS 49152JPOKE 198,1 J»OKE 
631 131 

10 DATA 120,169,192, 
141,21,3,169,13,141,20,3, 
88,96,169 

11 DATA 32,141,240,3, 
169,141,241,3,169,192,141,242 

12 DATA 3,162,0,189,44, 
192,157,64,192,232,224,0,208 

13 DATA 245,76,49,234, 
238,32,208,169,234,141,3,29 

14 DATA 141,4,29,141,5,29,96 



| assorted £, 

Ses^cheate 0 ^ 80 get ° 


LONDON 

CC1RONE 
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CRADLE 

by ARTHUR C.CLARKE & GENTRY LEE 

(Futura Publications £6.99) 


A rthur C. Clarke never fails to sur¬ 
prise. In The Deep Range 5 he 
wrote what was, in effect, a plea 
to 5 save the whales’. Whales figure 
again in ’Cradle 5 but this time the story 
is, if you’ll forgive the pun, an altogether 
different kettle of fish. (Whales are not 
fish! Ed.) Now it’s ’save the human race 5 
time, combined with a SF adventure 
thriller liberally spiced with sex. 

Carole Dawson, investigative jour¬ 
nalist, is on the trail of a disappeared 
missile which, it is believed, has come 
down underwater, somewhere near the 
Florida Keys. Carole suspects there has 
been a cover-up by the American gov¬ 
ernment which is, as governments are 
wont to do, intent on keeping from the 
general public the knowledge that a 
potentially dangerous experiment has 
gone wrong. 

Carole recruits charter boat owner, 
Nick Williams and his associate, Troy 
Jefferson, to help search for the missile. 
They are successful but, during their 
dives, in addition to the weapon, they 
also find a weird and wonderful under¬ 
sea habitation. 

This habitation turns out to be an 
alien spaceship which has come down 
to effect repairs caused by their taking 


on board, while in flight in our stratos¬ 
phere, an earth satellite which exploded 
during examination inside their ship. 

The mission of the aliens, who are 
from the planet Canthor and are travell¬ 
ing the universe, is the crux of the story. 

There are also several other sub¬ 
plots,too. There is the growing romantic 
attachment after, (wouldn’t you know 
it?), the initial antagonism between 
Carole and Nick; the enmity between 
Nick and rival boat owner Homer 
Ashford, who once did Nick out of a fair 
share of sunken treasure which they 
had retrieved; Greta, Ashford’s girl¬ 
friend,who has also been Nick’s mis¬ 
tress and still would be if she could; and 
Navy Lieutenant Richard Todd, aeros¬ 
pace engineer, an ambitious, bigoted - 
which is important because Troy Jeffer¬ 
son happens to be black - red-neck, 
whose one aim in life is to recover the 
missile to achieve promotion. Oh, and 
there is also a somewhat irrelevant ro¬ 
mance going on between sex-starved, 
middle-aged, Commander Vernon Win¬ 
ter, in charge of the missile rescue oper¬ 
ation, and Tiffani Thomas, a teen-age 
nymphet. 

Sex, in fact, appears much more in 
’Cradle’ than I can ever before recall in 


an Arthur C.CIarke book. 

Troy, as well as being a seaman, is 
an electronics wizard who invents a 
pornographic computer game called, 
not very originally I thought, ’Alien 
Adventure’ - we know it’s erotic be¬ 
cause it’s described in all its graphic 
detail. Hero, Nick, has once had a high¬ 
ly-charged affair with an older woman, 
we read all about that, too, and as for 
Corftmander Winter, he’s continually 
feeling bursts of lust in his groin for 
Tiffani Thomas. 

Every one of the main characters 
have something in their past which, as 
with us all, affects and colours their 
present, but I did feel that it was slightly 
unnecessary to go into all their stories in 
such length. 

I loved the aliens, though. They 
seem to either look like walking pieces 
of carpet, six foot high carrots with 
vertical slits in their ’faces’, out of which 
protrude dangling extensions, or ten¬ 
legged, black, spider-like creatures 
with a penchant for taking bites out of 
people to see what they taste like. None 
of them talk but they can communicate 
by thought transference and, biting 
apart, they are in no way vicious, thank 
goodness. 

’Cradle’ is 373-pages long, it could 
have been cut by about the odd 73 
pages and still been a good story, but 
it’s a ’must’ for Clarke fans and, at only 
£6.99, for any other SF fans, too. 

D.M. 


DARK NIGHT IN TOYLAND 

by BOB SHA W (Gollancz SF£11.95) 


B ob Shaw can always be relied 
upon to provide a good read. His 
last two books The Ragged 
Astronauts, (which won the British Sci¬ 
ence Fiction Award and was short listed 
for a ’Hugo’), and The Wooden Space¬ 
ships were full-length novels, with Dark 
Night In Toyland he reverts to short 
stories. And very good they are, too. 

Not all of them are science fiction. 
They range from the title story, which is 
a genuine flesh-creeper, through fan¬ 
tasy and on to real, honest-to-good- 
ness SF. There are serious, humorous 
and thought-provoking tales and a 
novella which is magical in all senses of 
the word. 

As with all anthologies there are 
some stories which stand out. I thought 
’Executioner’s Moon’, in which the crew 
of an interstellar survey vessel get into 
difficulties and are rescued by a compu¬ 
ter with a sense of humour, very well 
done. 

In ’Love Me Tender’, Massick, an 
escaped convict takes refuge in a 
wooden shanty in the Florida 
Everglades, murders its owner, casts 
lustful eyes on a girl who has also been 


given shelter there and finally gets his 
comeuppance in a particularly horrible 
way. 

’Deflation 2001 ’, a short-short story, 
tells a cautionary tale of what could 
happen if ever wage claims really get 
out of hand and ’Courageous New Pla¬ 
net’ shows what soccer hooliganism 
can eventually lead to. In this a 20th 
century man is catapulted forward five 
hundred years and his new hosts put on 
a football match for his benefit. It’s not 
quite the sort of game he is used to, 
though. The match is Arsenal v Man¬ 
chester City, but both teams are playing 
at home. How? Bob Shaw explains it all 
very logically. 

If I had one favourite it had to be 
’Cutting Down’. The reporter husband 
of a gone-to-seed, very fat, housewife 
hears of a drug that miraculously 
causes adipose tissue to disappear. He 
manages to steal some and administers 
it to his wife, with dire consequences for 
both of them. Be sure your slim will find 
you out, perhaps? 

Entirely SF, each story has, unusual¬ 
ly, an ’afterword’ in which Benford ex¬ 
plains how it came to be written. A 


fascinating glimpse into the way that the 
creative process can sometimes be 
sparked off by just a chance remark. 

The title story is about a huge, Loch 
Ness type monster who is, literally, 
being explored by divers. They have to 
enter into one of its enormous orifices 
but what they find inside is not what they 
expect. 

In ’Relativistic Effects’ a Marie- 
Celeste space ship is doomed to ride 
the skies forever and To The Storming 
Gulf tells of the aftermath of a nuclear 
war in which, not unnaturally, there are 
no winners only degrees of losers. Un¬ 
conventionally, for a short story, this is 
told from the differing viewpoints of 
some of the survivors. It could have 
been irritating and spasmodic but Ben¬ 
ford makes it work. 

I could have done with a little more 
humour and, in one or two cases, with a 
little less science and a lot more fiction 
but that’s just a nit-pick. There are four¬ 
teen stories in this collection which 
works out at just 25p each one. Could 
you really ask for better value? 

Science Fiction has many different 
types of writers. To see why the genre 
has lasted so long and so successfully 
you need only to read these two books. 

D.M. 
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Dear Technical Editor, 

Having recently purchased a C64 
Light Fantastic package and subse¬ 
quently become a subscriber to Com¬ 
modore Computing International 
magazine I am but a mere novice in the 
art of computers and more importantly 
computer programming. So as you can 
imagine I find your various articles very 
enlightening if not sometimes perplex¬ 
ing. One particular point that has been 
bugging me regarding Jan 1990’s issue 
is the following.'Page 90" Team draw 
program. 

(1) What do the four letters down the 
side of each program line signify? 

(2) Are the abbreviations, i.e. (CD) 
(BLU) (CLR) (YEL) basic language or are 
they just typed in as read? 

(3) I notice that one set of brackets is 
shaped Q whilst another set is shaped 0- 
Is this significant? 

(4) Am I trying to run before I can 
walk? 

Despite numerous attempts to load 
this program in particular, as soon as I 
get to line 22 and press return the com¬ 
puter responds with "Syntax Error". 

Would it be possible for you to ex¬ 
plain the above points and perhaps any 
others that I should be aware of. 

Yours Faithfully 

D.CIimpson 


This will return a S Entry code which 
should be the same as the final code in 
each program. 

If the number is different then you 
have made a mistake in entering the 
program. 

2. The abbreviations you mention 
are a simple way to read the C64 cursor 
and other control characters. 

[CD] means cursor down, so that 
when you see it in a program listing then 
you press the ’Cursor Down ’ key. 

[CU] is cursor up so press shift to get 
the cursor up symbol. 

Incidentally these characters are 
only controls after the quotes symbol 

Similarly [BLU] is blue and so on. 

3. [] are only to separate these notes 
from real text and therefore should NOT 
be typed in the line. 

() should be typed when they appear 
outside text because then they are part 
of the basic program structure. 

When appearing after quotes then 
optional unless it alters the meaning of 
the text. 

4. In line 22 after each print state¬ 
ment there is a semi-colon (;) and a 
colon (:). Have you entered these cor¬ 
rectly? 

Only type in the codes if you have 
previously run S-Entry 


Dear D J Climpson, 

1. The four letters before each line num¬ 
ber are explained on page 84 of the JAN 
90 issue. 

The S.Entry program has to be en¬ 
tered and saved before use. 

This program when run is a back¬ 
ground program which enables you to 
enter programs which use these codes, 
such as Team Draw’ and ’Super 72’. 

After entering such a program type 
’&’on its own (as mentioned on page 84) 



Dear Technical Editor, 

Since the November edition of 
(Commodore) I have saved the program 
for Conversion by D.Bailie. It is a very 
good program. Could you please tell me 
if the January part of the program is 
right? 

The last line in Decembers issue was 
(6250) and January started at line (7150), 
reading through the program it looks as 
if there should be some program be¬ 
tween 6250-7150. If you could please 
check on this for me I would be very 
grateful, and if there is some missing 
could you please send it to me. I think 
that the Commodore Computing maga¬ 
zine is very good and it would be a 
shame to miss part of this program. 

Thank you for your time and help, 
yours Faithfully 

T Rogers 


Dear T Rogers, 

Yes you are correct and there is a 
missing section. 

Look in the November 89 issue on 
page 84 at line 240 in the Conversion 
program. 

This mentions a line number of6460 
after the ON GOTO. 


Dear Technical Editor, 

I have got a problem with my Cl 28D 
with which I hope you can help. Several 
weeks ago I had to move my worksta¬ 
tion to another room, to do this I duly 
inserted the head vibration protector 
into the disk drive and closed it. Unfortu- 
natley when I had re-established myself 
I forgot to remove the card before turn¬ 
ing on the power and as the 128D 
checks the drive on power up the inevit¬ 
able happened, nothing worked. 

Suspecting it might be a fuse, and 
the guarantee had run out I decided to 
open the case and have a look for my¬ 
self, I also removed the cover on the 
drive unit and found what looked like a 
fuse but this looked okay. Not finding 
anything I tried to move the drive heads 
manually (could this be my un-doing?). 
Having failed to locate the fault I took it 
to a repair outfit where they restored 
power and got it going. 

All was fine until I tried to load my 
Artist 64 disk and after several tries it still 
wouldn’t work. I contacted the repairers 
and all they could suggest was that the 
disk was faulty but I new this was not the 
case as I have since borrowed a friends 
1541 drive and successfully loaded it 
onto my old 64.1 have also made a copy 
of the disk and this will load into the 
128D. I am now getting other problems 
as I cannot scratch a file or format a disk 
in 128 mode using the HEADER com¬ 
mand and several other errors EG. 73 
CBM DOS V3.01571.23 READ ERROR. 

I have looked this up but they mean 
very little to me and I am now suspecting 
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that I could have damaged the drive by 
trying to move it manually, is it possible 
that I have took the heads out of align¬ 
ment and if so, can I rectify this myself or 
will it have to be sent away, or is the fault 
more serious? 

I would be grateful if you could shed 
some light on the matter for me. 

P.S. The drive still loads and saves 
most programs although some disks 
BLOCKS do not add up correctly even 
after using the collect command. 

Yours Faithfully 

Anonymous 

Dear Anonymous, 

It seems that you chose the wrong 
repairers. 

Have you tried those who advertise 
in CCI on the MAGENTA pages? 

Also try DB ELECTRONICS on0245- 
260874 

Dear Technical Editor, 

I have just purchased a 1541 -11 Disk 
drive to go with my Commodore 64 that I 
purchased in the latter part of 1987. My 
set up now consists of the 64 Computer, 
a dattessete tape and a star LC-10C 
printer plus the disk drive of course. 

I use Mini Office two that I have had 
on tape for some time now, I have read 
up quiet a lot about disk drives and have 
not had many problems in launching 
myself into the use of disk drives, and I 
find them a much faster method of 
saving and retrieving my letters, and 
labels, and all the other wonderful 
things that Mini Office-11 can do, in fact 
I have just wrote off to Database soft¬ 
ware to see if it is still available in disk 
form. 

There is just one small problem that 
is bothering me, and that is what does 
TPI stand for on a disk because I have 
tried my old computer dictionary, but 
there doesn’t seem to be any mention of 
it in there maybe you could fill in this 
problem. 

Yours Thankfully 

Tony Wilson 

Dear Tony, 

TPI means TRACKS PER INCH and 
it is a measure of the maximum number 
of tracks that is recommended by the 
manufacturers to be formatted for that 
diskette. 

Dear Technical Editor, 

I am trying to obtain a copy of the 
"Blue Max" game for my Commodore 
C64.1 think it is a U.S.Gold game. I have 
tried several places in this area but have 
been without any luck. I wonder if you 
could help me with this, and prehaps let 
me know how I can get a copy. Thankiny 
you in anticipation. 

Yours Faithfully 

S.Macsween 

Dear Stuart, 

Try Supersoft on 01-861-1166 who 
usually have a collection of older 
games. 


Dear Technical Editor, 

I get your magazine randomly, from 
time to time, because it is not sold in 
Poland, but I think you are the best mag 
for the 64. 

That is not the reason I am writing. I am 
interested in connecting electronic cir¬ 
cuits to the expansion port of the C64 
straight to the processor, but I can find 
no publications describing it except the 
C64 manual, which is not very useful this 
time. You are my last hope. As you might 
know or not know, here I do not have 
much access to the western technical 
publications for C64. 

1. Is "Dot Clock" (pin 6) input or 
output and what exactly is it? 

2. what does "GAME" and "EX¬ 
PROM" stand for? I have heard it is used 
to disconnect the internal RAM for the 
C64. Is that true? 

3. What about the "ROML", "ROMH", 
"BA", and "DMA" pins? 

4. Is "S 02" (1 MHz-pin E ) input or 
output ? 

5. Are all the signals buffered or are 
they connected directly to data bus, 
address bus and system bus? 

6. Does the "R/W inverted" signal 
apply to standard (0-write, 1 -read)? 

Please do not tell me to refer to any 
western publications, because I do not 
have access to them. I would be very 
grateful for the concrete and strictly 
technical answer. 

Do not worry I will understand your 
answer. I have a lot to do with with 
microprocessor systems and compu¬ 
ters, so I am familiar with the terms used 
in that job. 

Best Regards 

Jan Rychter 


Dear Jan, 

1. Dot Clock. 8MHz dot clock input for 
the programmers video control. 

2. ’GAME’ replaces BASIC ROM 
with external cartridge ROM when 
grounded. 

’EXROM’replaces RAM from $8000 
to $9FFF with cartridge ROM when 
grounded. 

3. ROML ’ chip enable selects ROM 
$8000- $9FFF whenXROMis low needs 
address bits AO-A 12. 

ROMH’ selects external ROM at 
$A000 - $BFFF (or $E000 - $FFFF, for 
MAX) when ’GAME’ or ’EXROM’ is low, 
needs address bits AO-A 12. 

’BA’ is Bus Acknowledge. To use 
pull DMA low. An external device can 
control the 64 while BA is high. 

’DMA ’ - Direct Memory Access - see 
’BA’. 

4. By S 02 (pin E) I understand you to 
be referring to pin E on the bottom of the 
chip. This pin is a rho2 system clock. 

It is essential for I/O timing but it is 
not necessary for external ROM. 

5. Interfaces usually use I/01 (pin 7) 


and I/O 2 (pin 10) to control two storage 
buffers and R/W rho2 to control timing. 

The ground and power lines and the 
pins mentionned in 2 & 3 above and the 
data bus etc are accessible through the 
use of these pins. 

6. R/W (pin 5) reads when tow and 
writes when high. 

Dear Technical Editor, 

I am writing I am writing to tell you 
that Richard Grandy of Capri marketing 
has moved to Marlow, I have stated his 
address below: 

CAPRI COMPUTER CAVERN 
9, Dean St. 

MARLOW 
TEL: 0628891101 

I hope this is a help for computer 
owners,he still sells Vic20 games as 
well! 

Yours Sincerely 

N. Williams 

Nick provides info and help for VIC 20 
owners . 
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/Competitions/- 



WIN 


We had a call this week from a shady 
backstreet typewriter manufacturer, calling 
themselves Commodore. According to 
them, they make the Amiga and 
Commodore 64. It seems that these little 
known machines are in fact rather good 
sellers, to such a degree that the latter is 
supposed to have out-sold the legendary 
Dragon 32, and as a result has become the 
world’s bestselling computer! A likely story! 
all had a good laugh at their expense, 
someone pointed out that we had in 
been covering Commodore computers 
the last decade! The joke was most 
on us! 


, to show there were no hard 
feelings, Commodore offered us five of their 
MPS1200 series printers, to give away to 
you Was prizes. Can you guess how you can 
get your hands one of Ihese little nine-pin 
beauties? Here’s a due: try answering the 
following questions, and sending them to us 
on a postcard. The senders of the first five to 
have their comers chewed by Norris, the 
office hamster, will be the lucky recipients. 


1. In primer speak, what does NLQ stand 
for? 

a) Nine Line Quantisation 

b) Non Limited Quantity 

c) Near Letter Quality 

Who wrote the wordprocessing feature 
in this issue? 


3. The arrangement of a standard QWERTY 
keyboard was designed to make fast 
typing easier. Tme or false? 



Answers on a postcard to: 

CBM PRINTER COMPETITION 
CCI 

40 BOWLING GREEN LANE 

LONDON 

EC1R0NE 


















The Oceanic 118N is a superb quality Disk Drive 
specially designed for the Commodore 64/128. 
Just look at these features.. 

^ Slimline design - very compact. 

S External Power Pack so no 
I ^ overheating problems (unlike some 

" types). 

^ Ready to go - no more to buy. 

IEE X Direct drive motor for super quiet 
ZZj ” operation and extra long life. 


Now probably the best selling 
replacement Disk Drive for the 
64 / 128 . 

Comes complete with manuals, 
connecting leads etc. 


FREE COPY OF OCP 
ADVANCED ART STUDIO 


f Live effects menu includes real 
time display of waveforms. 

f Line in/mic in/line out/feedback 
controls. 

f Powerfull sequencer with editing 
features. 

? Load/save sample. Up to 8 samples 
in memory at one time. 

f Complete software/hardware 
package. Tape or Disk (please 
state). 

ONLY £49.99 


NOW WITH "JIFFY DOS 


OCEANIC 118 N 
DISK DRIVE 

FOR 64/128 


3 SLOT 

MOTHERBOARD 


PARALLEL 
PRINTER CABLE 


THE ULTIMATE DISK TOOLKIT FOR THE 1540/1541 
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SPECIAL 

OFFER 

PACK! 


THE ULTIMATE 
GRAPHICS 
PACKAGE... 


ART 51UDIO 




f 1351 Mouse is a high resolution two button mouse featuring optical 
counting, teflon guides, microswitches, rubber coated ball and high 
quality interface. :: 

f When combined with OCP Advanced Art Studio this graphics package 
is quite simply the best system available. The features are 


Pixel edit, font editor, flip, invert, 
rotate, solid or textured fill and 
professional manual make the 
Advanced Art Studio simply the 
best graphics package. 


ALSO GEOS 


WHAT THE MAGAZINES HAD TO SAY... 


COMPATIBLE 


A TOTAL 
GRAPHICS 
PACKAGE 


The 1351 Mouse has two selectable 
modes - Mouse or Joystick mode 
for maximum compatibility. 

Even works with the Best Selling 
GEOS utilities. 

Superb quality. 


¥ 


ONLY WHILE STOCKS LAST 


7 

S® *N°R 
RRP ( 

C7!t 


♦NORMAL 
RRP OVER 
£75.00 

y NO OTHER GRAPHICS PACKAGE CAN OFFER SO MUCH AT 
SUCH A PRICE!! 

y OCP ADVANCED ART STUDIO ALONE NORMALLY RETAILS 
FOR £25.00!! THE MOUSE HAS A NORMAL PRICE OF 
£30.00!! NOW YOU CAN BUY BOTH FOR ONLY £34.99 
AND GET A MOUSE MAT AND HOLDER (WORTH £12.99) 
ABSOLUTELY FREE!! 

▼ WE HAVE LIMITED NUMBERS OF THESE PACKS - SO BUY 
NOW!! 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER ... 


BY PHONE 

‘S 8 X 

0782 744707 

24hr Credit 
Card Line 


BY POST 


Send cheques/POs made 
payable to 
"Datel Electronics" 


FAX 

0782 744292 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 


CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 

0782 744707 

TECHNICAL ONLY 

0782 744324 



FREE! 


WITH 


unmatched... 

Create an image - shrink it, expand 
it, move it, rotate it, copy it, 
colour it etc., etc. 

Spray patterns or shades, make 
elastic lines - stretch and 
manipulate shapes. 

Zoom in to add detail in fine mode. 


V Pulldown/Icon driven menus for 
* ease of use. 

W Mouse operation, plus joystick and 
™ keyboard control, 
s 16 pens, 8 sprays, 16 brushes - so 
▼ flexible anyone can create superb 
graphics easily. 

V Full cut and paste facilities plus 
^ excellent printer support. 


MOUSE MAT AND 
MOUSE HOLDER 

(WORTH £12.99) 

WITH EACH PACKAGE 


COMMODORE 

1351 MOUSE 


ADVANCED 
ART STUDIO 

ONLY 

£ 34.99 

TOTAL PACKAGE 
INCLUDES 1351 MOUSE/| 
MOUSE MAT/HOLDER 
AND OCP ADVANCED 
ART STUDIO 


TM 


COMMODORE 

COMPUTING 


CLASSIC 


w 


GRAPHIC 


BEST 


PICK 


OF 


THE 


PRODUCT 


OF 


THE 


WEEK 


YEAR 
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with RETROGRADEfrom Thalamus 


Retrograde is the brilliant new planet- 
busting shoot ’em up from Thalamus. 
Reviewed last issue, Retrograde com¬ 
bines traditional horizonally scrolling 
sections, with vertically scrolling plat¬ 
form stages, and rounds it all off with a 
fight to the death with a huge level 
guardian. Thanks to some superb 
graphics and sounds, not to mention 
the gallons of gripping gameplay, it’s 
one of the most impressive 64 blasters 
of all time! It’s one game no self-re¬ 
specting alien zapper claims Tony 
(’my middle name is Thalamus’) Hor- 


gan should be without. 

Thalamus are so stunned by it all, ( 
or could it be that for once ’Orrible 
Horgan likes something?)that they’ve 
donated FIFTY copies of the game as 
competition prizes. All you’ve got to 
do is come up with the correct 
answers to the following questions, 
jot them down on a postcard, and get 
them off to us without delay. If you’re 
one of the first half century to be 
plucked from obscurity, you’ll be in for 
some lengthy alien-zapping sessions 
in the near future. 


1. Name one other shoot ’em up from Thalamus. 

2. The thalamus is a part of which organ? 

a) heart b) brain c)Tony 


3. Of what is a lightyear a measurement? 

a) distance b) light intensity c) speed 


Answers on a postcard to: 
Retrograde Competition 
CCI 

40 Bowling Green Lane 
LONDON 
EC1R ONE 
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Conversion 

CP/D. Bailie C64, C128, +4. 

Another part of this informative program which gives you many 
types of numeric conversions. 


IILK 7760 PRINTSPRINT 
LEGP 7770 Dl*-"" 

FBGF 7780 PRINT" SELECT ONE OF THE FOLLOWINGS";D1* 

ENOD 7790 PRINTsPRINT" 1—ANOTHER CONVERSION" 

OLDL 7800 PRINT" 2-RETURN TO * PRESSURE * MENU" 

GKGD 7810 PRINT" 3-RETURN TO ’MAIN* MENU" 

BHAL 7820 GET Dl*sIF Dl*-"" THEN 7820 

IKBA 7830 IF Dl* <"1" OR Dl* >"3" THEN7820 

FPIE 7840 IF Dl*-“1" THEN 7690 

IIHB 7850 IF Dl*-"2" THEN 7330 

OPNL 7860 IF Dl*-"3" THEN 100 

OLKI 7870 PRINT"[CLR]" 

JDIB 7880 PRINT"[RED][CR6]ATMOSPHERE TO POUNDS SQ INCHCBLK]" 

NMAF 7890 PRINT SPRINT 

LAHP 7900 INPUT" ENTER NUMBER OF ATMOSPHERE"|C 
HIFM 7910 PRINTsPRINT 
DJNN 7920 CC =C *14.696 

BOON 7930 PRINT C "ATMOSPHERE * "CC "POUND SQ INCH" 

CNMF 7940 PRINTsPRINT 
FBGP 7950 Dl*-"" 

GNNG 7960 PRINT" SELECT ONE OF THE FOLLOWINGS";D1* 

NKGP 7970 PRINTsPRINT" 1-ANOTHER CONVERSION" 

EFPG 7980 PRINT" 2-RETURN TO ’PRESSURE’ MENU" 

FMIN 7990 PRINT" 3-RETURN TO ’MAIN’ MENU" 

CGNL 8000 GET Dl*sIF Dl*-"" THEN 8000 

DLCF 8010 IF Dl* <"1" OR Dl* >"3" THEN8000 

EMLH 8020 IF Dl*-"1" THEN 7870 

IOIM 8030 IF Dl*—"2" THEN 7330 

KHHA 8040 IF Di*-"3" THEN 100 

NPFD 8050 PRINT"[CLR]" 

HNOL 8060 PRINT"[RED][CR3]POUNDS SQ INCH TO KGRMS SQ C/MTR[BLK]" 


EPCO 8070 PRINTSPRINT 

MFNM 8080 INPUT" ENTER NUMBER OF POUNDS SQ INCH"?C 
FPFG 8090 PRINTSPRINT 
FJNC 8100 CC -C *0.07031 

NAIK 8110 PRINT C "POUNDS SQ INCH = "CC "KGRMS SQ C/MTR" 
MIHI 8120 PRINTsPRINT 
LCHA 8130 Dl*-"" 

MPNH 8140 PRINT" SELECT ONE OF THE FOLLOWINGS";D1* 

EAPL 8150 PRINTsPRINT" 1-ANOTHER CONVERSION" 

DFEN 8160 PRINT" 2-RETURN TO ’PRESSURE’ MENU" 

CEHF 8170 PRINT" 3-RETURN TO ’MAIN’ MENU" 

KHDN 8180 GET D1**IF Dl*-"" THEN 8180 

ACJI 8190 IF Dl* <"1" OR Dl* >"3" THEN8180 

FCOH 8200 IF Dl*—"1" THEN 8050 

MGNP 8210 IF Dl*—"2" THEN 7330 

PPJF 8220 IF Dl*—"3" THEN 100 

BBKI 8230 PRINT"[CLR]" 

JKAC 8240 PRINT"[RED][CR8]POUNDS SQ INCH TO BAR[BLK]" 
DHBF 8250 PRINTsPRINT 

EGIF 8260 INPUT" ENTER NUMBER OF POUNDS SQ INCH";C 
OKLA 8270 PRINTSPRINT 
BFFG 8280 CC =C *0.06895 

PCCI 8290 PRINT C "POUNDS SQ INCH - "CC "BAR" 


continued on page 70 
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LAED 63®0 PRINT:PRINT 
LLIJ 8310 Dll“"" 

CNKE 8320 PRINT” SELECT ONE OF THE FOLLOWING:"*D1* 

AGNK 8330 PRINT:PRINT” 1—ANOTHER CONVERSION" 

LHJN 8340 PRINT" 2-RETURN TO 'PRESSURE* MENU" 

AGNA 8350 PRINT" 3-RETURN TO 'MAIN* MENU" 

AIIG 8360 GET D1*:IF Dl*="" THEN 8360 

AONI 8370 IF 010 <"1" OR Dl* >"3" THEN8360 

EENP 8380 IF Dl*=»"l" THEN 8230 

NDMC 8390 IF Dl*="2" THEN 7330 

ABOA 8400 IF Dl*»"3" THEN 100 

OMGM 8410 PRINT"[CLR]" 

LAJC 8420 PRINT"[RED][CR6]POUNDS SQ INCH TO ATMOSPHERE[BLK]" 

LPFJ 8430 PRINT:PRINT 

ABDK 8440 INPUT" ENTER NUMBER OF POUNDS SQ INCH";C 
NJLH 8450 PRINT:PRINT 
MOIL 8460 CC »C *0-06805 

PBMB 8470 PRINT C "POUNDS SQ INCH = "CC "ATMOSPHERE" 

PKLI 8480 PRINT:PRINT 
ELKI 8490 Dl*="" 

GKBL 8500 PRINT" SELECT ONE OF THE FOLLOWING:";D1* 

PJPO 8510 PRINT:PRINT" 1-ANOTHER CONVERSION" 

DAON 8520 PRINT" 2-RETURN TO 'PRESSURE' MENU" 

GBDP 8530 PRINT" 3-RETURN TO 'MAIN' MENU" 

MBJK 8540 GET D1*:IF Dl*™"" THEN 8540 

MHGI 8550 IF Dl* <"1" OR Dl* >"3" THEN8540 

MLCL 8560 IF Dl*="l" THEN 8410 

FBEM 8570 IF Dl*="2" THEN 7330 

PNPF 8580 IF Dl*="3" THEN 100 

JLLC 8590 PRINT"[CLR]" 

HLMC 8600 PRINT"[RED][CR13]TEMPERATURE[BLK]" 

MHGC 8610 PRINT:PRINT 

AJEB 8620 PRINT" WHICH CONVERSION DO YOU WANT?" 

BKMH 8630 PRINT:PRINT 

IKJJ 8640 PRINT" 1—CENTIGRADE - FAHRENHEIT" 

JHNA 8650 PRINT 

CDHC 8660 PRINT" 2—FAHRENHEIT - CENTIGRADE" 

KBIM 8670 PRINT:PRINT 
MBNM 8680 B*="" 

OANF 8690 PRINT" SELECT ONE BY PRESSING THE APPROPRIATE[SP2]NUMBER <1-2>";B* 

MBHI 8700 GET B*: IF B*=" M THEN 8700 

GCPA 8710 IF B* <"1" OR B*>"2" THEN 8700 

KGKD 8720 ON VAL <B*> GOTO 8730,8910 

KMOF 8730 PRINT"[CLR]" 

EBPO 8740 PRINT"[REDD[CR8]CENTIGRADE TO FAHRENHEIT[BLK]" 

KOOG 8750 PRINT:PRINT 

LADP 8760 INPUT" ENTER TEMP IN CENTIGRADE"*C 
HDED 8770 PRINT:PRINT 
JMHF 8780 CC »C*l-8+32 

NPNP 8790 PRINT C "CENTIGRADE = "CC "FAHRENHEIT" 

FBGK 8800 PRINT:PRINT 
MIBJ 8810 Dl*™"" 

GION 8820 PRINT" SELECT ONE OF THE FOLLOWING:"«D1* 

LIKM 8830 PRINT:PRINT" 1—ANOTHER CONVERSION" 

AOLP 8840 PRINT" 2-RETURN TO 'TEMPERATURE* MENU" 

ACLH 8850 PRINT" 3-RETURN TO 'MAIN* MENU" 

EHOD 8860 GET D1*:IF Dl*="" THEN 8860 

MPPO 8870 IF Dl* <"1" OR Dl* >"3" THEN8860 

OGIC 8880 IF D1*™"1" THEN 8730 

DMJN 8890 IF Dl*="2" THEN 8590 

BNOJ 8900 IF Dl*="3" THEN 100 

JJJG 8910 PRINT"[CLR]" 

IFEP 8920 PR INT" [RED] [CR8] FAHRENHEIT TO CENTIGRADE [BLK] " continued on page 76 
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EVERYTHING FOR YOUR ST & AMIGA UNDER 1 ROOF 



ROYAL HORTICULTURAL HALLS, 


VICTORIA, LONDON 



◄ 


◄ 

◄ 


FOR FURTHER INFORMATION 
CONTACT: 

WESTMINSTER EXHIBITION LTD 
SURREY HOUSE 
34 EDEN STREET 
KINGSTON 
SURREY KT1 1ER 
PHONE: 01-549-3444 
FAX 01-547-1311 




















Voice 

Activated 

Technology 


Peter Gerrard discovers a system that speaks 
created by the company that makes 
Stevie Wonder’s piano 


I f you have been around the home 
computer scene long enough, cast 
your mind back to the VIC 20. You 
may recall a speech synthesiser which 
appeared for it, using the system of 
phonemes as explained by Kati Hamza 
in her article on the future of computer 
sound in the September 1989 issue of 
CCI. I can remember getting one of our 
cats to respond to her name (the cat’s, 
not Kati’s, this was in the early 1980s), 
but apart from her (the cat that is) think¬ 
ing that a talking computer was a poor 
substitute for a food dish, the speech 
synthesiser didn’t progress very far. 

The Spectrum had an ingenious de¬ 
vice that allowed you to talk to it, and a 
very simple game could be played by 
shouting frantically into a microphone 
and causing waves of alarm to ripple 
round amongst the neighbours. Shout¬ 
ing FIRE! at the top of your voice some¬ 
times has this effect. 

The 64 followed the VIC and then 
came the talking Amiga and its "ability"' 
to translate as well. Optical scanners 
that could trace a sheet of paper and 
display the words on screen and/or 
save them to disk were also available, 
and it might seem like a good idea for 
blind people if an enterprising company 
were able to combine the two and pro¬ 
duce a computer system that could 
scan a page of a book and then speak it 
back. Well somebody has now done it. 

It’s a staggering thought that it took 
us nigh on two thousand years to adv¬ 
ance from hieroglyphics to colour 
photography, yet in the following hun¬ 
dred years we have reached the stage 


where computers can scan text and 
read it back to us. 

Kurzweil Computer Products, for 
those unfamiliar with them, have been 
around for some time. They attracted 

“It was rated at the time as 
the most significant 
advance for the blind 
since the invention of 
Braille” 

major interest in 1976 when they laun¬ 
ched their first Reading Machine, a 
three hundred and fifty pound (weight!) 
monster of a thing that would have cost 
you around fifty thousand dollars to buy. 
Even with weight and cost stacked 
against it, it was rated at the time as the 
most significant advance for the blind 
since the invention of Braille back in 
1829 by Louis Braille, himself blind 
since the age of three. 

What is causing all the excitement 
now is the latest model from the com¬ 
pany, a beast called the Xerox/Kurzweil 
Personal Reader (KPR for short), which 
sells for a fraction of the price and has 
many times the amount of memory of 
that original Reading Machine. What 
this system consists of is an optical 
scanner that can translate written mate¬ 
rial into computerised speech. 

Behind that sweeping statement, 
though, lies a vast amount of computer 
expertise in both scanning the text and 
converting it into synthesised speech. 
There are immense difficulties in scan¬ 


ning even the most ordinary of typeset 
material (handwritten material can, for 
now, be ruled out. A speech recognition 
system such as we will come to later 
may be designed to cope with one 
accent: give it a different one to listen to 
and it will give up the ghost. The same 
applies to different styles of handwrit- 
ing). 

So how have Kurzweil set about 
coping with the problems? Artificial In¬ 
telligence is one of the answers. In the 
beginning there was what is termed 
Optical Character Recognition, but that 
falls down on one very important point: 
it can only read what it has been taught 
to read. That is, a device using Optical 
Character Recognition can be shown all 
the letters of the alphabet, numbers, 
grammatical characters and so on, in a 
particular font and pitch size (it might be 
told about all the characters used in this 
article, for instance). Having "learned" 
that, it can then be shown what a typical 
page layout looks like. Then, and only 
then, can it scan a page of text that 
abides by all of these rules. 

You can see the limitations immedi¬ 
ately. Of all the documents in all the 
world, very few will conform to the lay¬ 
out that the OCR device has been 
taught, and so only a small fraction of 
material can be looked at in this way. 
And if you were to change fonts in the 
middle of a document, or go into italics 
or bold print or underlined print or do 
anything of that sort, our OCR device is 
sent whirling down a well known creek 
without a paddle. 

Reasonably enough, Kurzweil de- 

continued on page 741 
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SYNTHESISER MODULE... 
probably the most powerfull 
module. Create sounds with full 
waveform editing, realtime 
sequencing etc. 

PRINTER MODULE... 
allows you to print out your music 
to a range of printers including 
Commodore and Epson compat¬ 
ibles. Printout can be edited and 
can also include lyrics if required! 


EDITOR MODULE... 
just like a word processor for music. 
All the features you would expect. 
MIDI MODULE... 

this is the module which allows the 
full potential of the Music System 
and your MIDI keyboard to be 
achieved. Using the Datel MIDI 64 
Interface any MIDI instrument 
(including Yamaha - see below) can 
be connected to your 64. 


UNBEATABLE 
MIDI PACKAGE!! 
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DATEL MIDI 64 
INTERFACE plus 
ADVANCED MUSIC 
SYSTEM 
ONLY £39.99 

NO MORE TO BUY - THE 
TOTAL MIDI CONNECTION 


KEYBOARD MODULE... 
allows for entry of music from the 
QWERTY keyboard. Sequencer 
works like digital recorder. 


The Advanced Music System is probably the best MIDI/music package ever produced 
for the 64/128 offering a huge range of musical composition features plus MIDI 
compatibility - add the Datel MIDI Interface and you have the TOTAL MIDI SOLUTION!! 

LINKER MODULE... 
allows large musical compositions 
to be created from up to 26 files 
linked together - offering Tempo 
and Time Signature adjustments. 
HUGE RANGE OF FEATURES... 
Advanced Music System has 
literally hundreds of commands 
and features - we have only 
outlined the main headings - this 
is a truly professional package. 


BUT THAT'S NOT ALL... 

...WE CAN OFFER THE ABOVE MIDI PACKAGE TOGETHER 
WITH THE SUPERB YAMAHA SH10 MIDI SYNTHESISER 
FOR AN UNBEATABLE PRICE!! 

Just look at these features... 

3 fill-in variations for professional 
rhythm changeovers. 

Complete range of 32 keys for 
great melody play-a-long. 

Compose your own backing into 
the chord sequencer. 


The world's first shoulder keyboard. 

With 25 built-in instrument choices. 

Choice of 25 rhythm styles. 

Vibrato, sustain and portamento 
special effects available. 


* 

* 


SYNTHESISER, MIDI 64 INTERFACE AND ADVANCED MUSIC SYSTEM PLUS FREE MIDI CABLES - NO MORE TO BUY!! 



I 

* 


Simple plug-in memory expansion 
cartridges for your VIC 20. 

Never be short of memory again! 

Two models available - 16K or 32K. 

Both models are switchable for 
various memory settings i.e. 3K, 
16K, 24K, etc. 

Many VIC programs require extra 
RAM - this is your answer. 


ONLY £14.99 FOR 16K 
ONLY £19.99 FOR 32K 



NOW YOU CAN 
INCREASE 
THE MEMORY OF 
YOUR C16 EASILY 


Plug in RAM cartridge gives you up 
to 16K EXTRA MEMORY!! 

That's over 28K free for Basic and 
even an extra 18K in HiRes mode! 
Plugs in to memory expansion port 
- then just switch on. 


ONLY £14.99 


EPROM ERASER 


This handy AC/DC Eprom Eraser 
will erase up to 4 chips quickly and 
easily. 

Built-in timer and safety switch on 
cover. 

Superbly styled - small enough to 
fit in pocket - even as it works!! 
Works from built-in battery 
(supplied) or from AC/DC adaptor if 


required. 

ONLY £39.99 


LIMITED NUMBERS AT THIS 
AMAZINGLY LOW PRICE!! 


256K SUPEROM 
EXPANDER 



A top quality, easy-to-use EPROM 
programer for the 64/128. 

Fully menu driven software/ 
hardware package makes 
programing/reading/verifying/ 
copying EPROMs simplicity itself. 


Will program 2716, 2764, 27128 & 
27256 chips, 12.5, 21 or 25 volts. 
Fits into user port for maximum 
compatibility with cartridges/ 
Superom Board etc. 

Full feature system - all functions 
covered like device check/verify. 
We believe Eprommer 64 is the 
most comprehensive, most friendly 
fit best value for money programer 
available for the 64/128. 

Ideal companion for Superom 
Board, Cartridge Development 
System, our keraal expanders or 
indeed any EPROM base project. 
Comes complete with instructions 
- plus the cartridge handbook. 


ONLY £39.99 

COMPLETE 



Select instantly from 8 sockets 
which accept up to 32K EPROM 
each. 

Program your own EPROMs using 
our EPROM programer. 

No need to have lots of cartridges 
- just make a selection from the 
Superom menu. 

Fully menu driven on power up. 

Select any slot under software 
controls. 

Unique EPROM generator feature 
will take your own programs - basic 
or m/c fit turn them into autostart 
EPROMs. (EPROM burner required). 
Accepts 2764/27128/27256 
EPROMs. 

On board unstoppable reset. 

On board operating systems - no 
programs to load. 


HOW TO ORDER ... 

BY PHONE 

BY POST 

FAX 

0782 744292 

0782 744707 

24hr Credit 

Card Line 

XX 

Send cheques/POs made 
payable to 
"Datel Electronics" 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 

AND SUBJECT TO CHANGE WITHOUT NOTICE 

CALLERS WELCOME - Please reserve goods by telephone prior to visit. 



DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 

SALES ONLY 

0782 744707 

TECHNICAL ONLY 

0782 744324 
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continued from page 72 

cided that this very limited approach to 
scanning text was not going to get them 
very far, and they adopted a different 
way of doing things. Instead of OCR 
they gave us ICR, the I standing for 

“Every character in a 
document is "read" by 
their Artificial Intelligence 
software and its shape 
analysed to determine 
which character it 
actually is.” 

Intelligent. An awful lot of work must 
have gone into this! Every character in a 
document is 'read'' by their Artificial 
Intelligence software and its shape 
analysed to determine which character 
it actually is. Using these very powerful 
techniques we arrive at the stage where 
virtually any font and pitch size can be 
used within the same document, and 
what is more they can now be changed 
many times without throwing the scan¬ 
ning device into confusion. Intelligent, 
and very sensible, Character Recogni¬ 
tion indeed. 


words or pnrases (How many BASIC 
keywords are there? Computer, take a 
letter) by using more artificial intelli¬ 
gence techniques. When you say the 
word "HELLO" to it, the system should 
subsequently be able to recognise the 
word in all its different intonations, 
which we might write as "hello?", "Hel¬ 
lo!", and so on. 

Putting the artificial intelligence 
scanning into a package with a talking 
computer, though, is the main way in 
which Kurzweil help the blind. This 
package is known as the Kurzweil Per¬ 
sonal Reader. It consists of three de¬ 
vices. These are a hand-held scanner 
which really is hand-held, being just 4 by 
1 by 1 inches in size with a one inch 
imaging array, or area for scanning text. 
The second device is a table-top scan¬ 
ner, which looks remarkably like a 
photocopier, while the third one is the 
all-important Electronics Unit, which 
does all the hard work. 

This latter unit consists of a 
keyboard, a speaker, and many circuit 
boards for coping with the demands of 
the whole system. Apart from holding 
the central processing unit, these 
boards also handle the RS-232 serial 
interface, which gives us direct access 


So that’s one side of the Kurzweil 
story, the production of a high quality 
scanning device. Before we get to the 
talking computer that will respond to 
this scanning, another way in which 
computers can be used to help the blind 
is if they can listen as well as talk and 
read (the computers, that is!). Needless 
to say Kurzweil can cope with that as 
well, but the same limitations men¬ 
tioned earlier still apply. Once the com¬ 
puter has been "trained" to understand 
your voice, it will most likely ONLY 
understand your voice and will probably 
ignore anyone else. An interesting way 
of replacing the humble key in the front 
door, I would have thought. You have to 
speak to your door before it opens, and 
si nee the computer attached to the door 
has only been taught to recognise your 
voice then it will only open if you talkto it. 

The Kurzweil device stores the voice 
patterns that the system recognises 
onto disk. So when another user wishes 
to make use of the system it is simply a 
case of calling up those different pat¬ 
terns. This way many people can use 
the same system without taking the 
computer through a re-training prog¬ 
ram. The Kurzweil system gives accu¬ 
rate recognition of up to one thousand 
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to other systems and the interesting 
prospect of printing out in Braille. 
Another board looks after the speech 
synthesiser, while the rest go into deal¬ 
ing with the two scanners, both hand¬ 
held and table-top. 

To look at the hand scanner first, as 
you move it across a piece of text every¬ 
thing visible within the one inch area is 
passed to the main control program for 
decoding. Adjustments can be made 
for different scanning speeds as well, 
which seems remarkably clever. In 
order to keep everything functioning 
properly, anything that you are scan¬ 
ning is put onto a magnetic tracking 
surface, and a corresponding magnetic 
pattern on the scanner helps you to 
move in straight lines both across and 
down the text. As well as the hand-held 
scanner, though, we have the table-top 
one, and the reason why it looks like a 
photocopier becomes obvious when 
you discover who designed it. 

The designers were the Japanese 
branch of the parent company of Kurz- 
weil, and that parent company just hap¬ 
pens to be Xerox, makers of many a 
photocopier. The imaging array this 
time is nine inches, which moves from 
top to bottom of the page and thus 
covers all of it. To go technical on you for 
a while: "the image is scanned in six bit 
gray scale at 400 dots per inch, then 
processed to enhance fine detail and 
thresholded to produce a black and 
white image at the same resolution". In 
other words, the whole process is very 
like producing a black and white photo¬ 
copy. 

The speech synthesiser part of the 
proceedings uses an Intel 80186 chip, 
and as well as a digital signal processor, 
it also has analog circuitry which allows 
the shaping of audio signals in order to 
produce the voice. Nine different voices 
can be used in all, at reading speeds of 
120 to 350 words per minute, butl would 
have thought that 350 words would be a 

“Each letter is "guessed" 
several times until a 
grouping of letters 
corresponds to a word, 
and if the system is having 
difficulty with any part of 
the text it goes on to 
another piece that it can 
understand before 
coming back to try again. ” 

bit much for most of us. The volume can 
be adjusted, and the user can also re¬ 
cord the speech for later playback. An 
automatic pause control stops the tape 
when the system isn’t talking. 

Speaking can obviously only occur 
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after the text has been scanned and 
recognised, which is an intriguing pro¬ 
cess. All the black parts of our black and 
white image are grouped into letters, 
then words, and finally columns (for 
reading newspapers, for example). 
Each letter is "guessed" several times 
until a grouping of letters corresponds 
to a word, and if the system is having 
difficulty with any part of the text it goes 
on to another piece that it can under¬ 
stand before coming back to try again. 
When it’s all been sorted out the words 
are organised into lines and the text is 
subsequently spoken in the correct 
order. It takes about60-90seconds fora 
sheet of A4, and around 20 pages of text 
can be held in memory at any one time. 

There is now another option that 
allows itto run on any fully IBM compati¬ 
ble PC, such as a Commodore PCI. 
Text is scanned and entered into the PC 
(so that it could be used in a word 
processing document, for instance), 
and then spoken if required. 

You may be wondering how much all 
this costs? The automatic table-top 
scanner costs $10,000 with the hand¬ 
held scanner weighing in at $8,000. For 
the technology involved this is not a 
particularly high price, and I’d be willing 
to bet that it will come down enormously 
in the years to come. In 13 years it has 
already fallen from $50,000 to $10,000. 
Who knows what the next fifty years 
might hold? 

Apart from the obvious applications 
for blind people (they’ve got Stevie 
Wonder appearing in a series of adverti¬ 
sements for them in the States, not 
surprising when you find out that they 
constructed both a voice operated 
typewriter and a v.o. piano. Yes, he just 
called to say Happy Birthday on a Kurz- 
weil.) You can also regard the Kurzweil 
system as a talking terminal, or talking 
calculator, or a data entry system, and 


there are many other uses besides 
these. What about dyslexic people? 
They would also benefit from using a 
system such as this. In fact, there are 
many places and work areas that would 
find the Kurzweil system to their advan¬ 
tage. Schools and libraries are just two 
obvious ideas that spring to mind. 

But it’s when you read about the 
individual stories of people who’ve 
used this technology that you realise 
how immensely useful it really is. 

The psychotherapist atTexas A and 
M University who recently completed 
his Ph.D. dissertation from the Universi¬ 
ty of Florida, the blind Dr. Robert Carter, 
who like most of the KPR users regrets 
that the technology wasn’t available 
earlier. HesaysthatT can read whatever 
I like anytime I choose to do so". Simple 
enough for you and me, but for a blind 
person to be able to say that is quite 
something, and it’s a glowing tribute to 
Kurzweil. 

There’s Olga Espinola, a blind staff 
manager at New England Telephone, 
who says that her present job would not 
be possible without this technology. 

The quote of the month, however, 
has to belong to Mr, Leeds, a New York 
lawyer who is legally blind. He says "I’m 
a lawyer - I’m supposed to read the fine 
print. I can’t even read the large print!" 
He uses the system not only to read text 
to him, but also to translate it into braille. 
At a weight of 17 pounds, the system 
often accompanies Mr. Leeds into 
court, with earphones and tape recor¬ 
ders attached. 

Just three out of many users who 
have found that the developments of 
Voice Activated Technology are of 
immense benefit. 

P.G. 

Contact Kurzweil Computer Pro¬ 
ducts Ltd., Unit 8, Suttons Industrial 
Park, Reading RG61AZ. 
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continued from page 70 


LANC 

8930 

PRINT*PRINT 


NLBL 

8940 

INPUT" ENTER TEMP IN FAHRENHEIT";C 


NGDM 

8950 

PRINT« PRINT 


PPJF 

8960 

CC ®<C-32>*5/9 


KDDD 

8970 

PRINT C "FAHRENHEIT - "CC "CENTIGRADE" 


PFDD 

8980 

PRINT*PRINT 


EOEE 

8990 

Dl*-"" 


JNJI 

9000 

PRINT*PRINT" 1—ANOTHER CONVERSION" 


IGED 

9010 

PRINT" 2-RETURN TO ’TEMPERATURE * MENU" 


IONB 

9020 

PRINT" 3-RETURN TO ’MAIN* MENU" 


GMKL 

9030 

GET D1**IF Dl* 53 "" THEN 9030 


NCIO 

9040 

IF Dl* <"1" OR Dl* >"3" THEN9030 


POKK 

9050 

IF D1 *=" 1" THEN 8910 


OLPL 

9060 

IF Dl*="2" THEN 8590 


KPCL 

9070 

IF Dl*-"3" THEN 100 


CFMI 

9080 

PRINT”[CLR]" 


JAMJ 

9090 

PRINT"[RED][CR16]ENERGY[BLK]" 


NKNK 

9100 

PRINT * PRINT 


LCKM 

9110 

PRINT" WHICH CONVERSION DO YOU WANT?" 


AHHP 

9120 

PRINT*PRINT 


PMDJ 

9130 

PRINT" 1—KILLOWATT - HORSEPOWER" 


BFLH 

9140 

PRINT 


NFEE 

9150 

PRINT" 2-HORSEPOWER - KILLOWATT" 


LMDE 

9160 

PRINT*PRINT 


GKLI 

9170 

B$a“ " 


AEEP 

9180 

PRINT" SELECT ONE BY PRESSING THE APPROPRIATE[SP2]NUMBER <1-2>";B* 

FCPD 

9190 

GET B** IF B*= M " THEN 9190 


AHHD 

9200 

IF B* <"1" OR B*>"2" THEN 9190 


KIAI 

9210 

ON VAL <B*> GOTO 9220,9400 


BCJP 

9220 

PRINT"[CLR]" 


NPOE 

9230 

PRINT"[RED][CR8]KILLOWATT TO HORSEPOWER[BLK]" 


BGMA 

9240 

PRINT*PRINT 


AJCH 

9250 

INPUT" ENTER POWER IN KILLOWATT";C 


MLGF 

9260 

PRINT*PRINT 


NFPC 

9270 

CC =C*1-34102186 


INAF 

9280 

PRINT C "KILLOWATT = "CC "HORSEPOWER" 


DFMP 

9290 

PRINT*PRINT 


EDLJ 

9300 

Dl*="" 


CPLM 

9310 

PRINT" SELECT ONE OF THE FOLLOWING*"?D1* 


GJPD 

9320 

PRINT SPRINT" 1—ANOTHER CONVERSION" 


AMFF 

9330 

PRINT" 2-RETURN TO ’ENERGY’ MENU" 


liFAK 

9340 

PRINT" 3-RETURN TO ’MAIN’ MENU" 


ECPG 

9350 

GET D1**IF Dl*="" THEN 9350 


JECF 

9360 

IF Dl* <"1" OR Dl* >"3" THEN9350 


HMMG 

9370 

IF Dl* 53 " 1" THEN 9220 


IHAB 

9380 

IF Dl*="2" THEN 9080 


ALNL 

9390 

IF Dl* 53 '^" THEN 100 


OPFL 

9400 

PRINT"[CLR]" 


ELGJ 

9410 

PRINT"[RED][CR8]HORSEPOWER TO KILLOWATT[BLK]" 


JOIM 

9420 

PRINT*PRINT 


MKOK 

9430 

INPUT" ENTER POWER IN HORSEPOWER";C 


PIGC 

9440 

PRINT*PRINT 


I CHE 

9450 

CC «=C*0.7457 


DFDD 

9460 

PRINT C "HORSEPOWER = "CC "KILLOWATT" 


MLBF 

9470 

PRINT SPRINT 


LDJI 

9480 

D1 *= " " 


LEDF 

9490 

PRINT" SELECT ONE OF THE FOLLOWING*";D1* 


JONH 

9500 

PRINT*PRINT" 1—ANOTHER CONVERSION" 


AGKK 

9510 

PRINT" 2-RETURN TO ’ENERGY’ MENU" 


KCOF 

9520 

PRINT" 3-RETURN TO ’MAIN’ MENU" 


IF JO 

9530 

GET Dl** IF Dl* 53 "" THEN 9530 


FJJP 

9540 

IF Dl* <"1" OR Dl* >"3" THEN9530 


AEHE 

9550 

IF Dl*«“l" THEN 9400 

continued on page 80 
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THE ULTIMATE UTILITY CARTRIDGE COMES OF AGE! 


ACTION REPLAY Mk VI 


THE ACTION REPLAY 
MK VI WILL LOAD 
A 200 BLOCK 
PROGRAM 
IN UNDER 6 
SECONDS ^ 


I V//// THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED Ta 
I s/s/SA UTILITY CARTRIDGE EVER CONCEIVED! V 




PTH^ REVIEWERS SAID 
"Tm stunned, amazed | 
' and totally impressed. , 
* This is easily the best 
value for money 
cartridge. The Cartridge 
King!” 


Send cheques/POs made 
payable to "Datel 
Electronics" 


L ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


liWM ! 


GRAPHICS SUPPORT 
UTILITIES DISK 

SLIDE SHOW. View your favourite 
screens in a slide show type display. 
BLOW UP. Unique utility allows you to 
take any part of of a picture & ’blow it 
up’ to full screen . 

SPRITE EDITOR, a complete sprite 
editor helps vou to create or edit sprites. 

MESSAGE MAKER. Any screen 
captured with Action Replay or created 
with a graphics package can be turned 
into a scrolling screen message with 
music. 

ONLY £9.99 
























































Special Section 

Turning on to 
PC Power 


Speedball 

Lords of the Rising Sun 
Kick Off 
Project Firestart 
Super Scramble 
and much, 
much more! 
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COMPUTING II 












Emlyn Hughes 


for 

Audiogenic! 



A udiogenic one of the 
longest-established com¬ 
puter software houses in 
the Commodore world has had a 
smashing success with its Emlyn 
Hughes International Soccer. One 
of the best selling games of recent 
times, it was awarded not one but 
two CCI 1988 Oskars. The game 
gained the prize as the best sports 
simulation of the year and even 
better was chosen as the overall 
Best game of 1988. 

Emlyn Hughes and Peter Cal- 
ver, Audiogenic’s Managing 
Director received the award at 
specially arranged presentation 
at the Virgin Superstore in Lon¬ 
don’s Oxford street. 

The ex-England soccer cap¬ 
tain was clearly very popular with 
the crowds and spent much time 
signing autographs. 

Quiz Game 

Audiogenic taking advantage of 
the success of International Soc¬ 
cer and Emlyn Hughes’ popularity 
have decided to launch a com¬ 
puterised quiz game. Emlyn 
Hughes Arcade Quiz is loosely- 
based on the ’pub’ style trivia 
machines but it also, Audiogenic 
tell us, combines the strategy of a 
board game. 

There are six categories: Pop 
and Rock, Sport, Entertainment, 


Arts and Literature, People and 
Places and Pot Luck with some 
2200 questions. 

There are some still myste¬ 
rious features called Kickers, 
Blockers, Blasters and Super¬ 
graphics. What they do is get to be 
revealed. If the Arcade Quiz is 
anything like as popular as Inter¬ 
national Soccer it could score 
another big hit for Audiogenic. 

Super League Manager 

We hear the Audiogenic have not 


yet finished their Soccer Kick (!). 
They have signed up West Ham 
Manager to front their new foot¬ 
ball game Super League Manager 
which has the capability to link up 
with Emlyn Hughes International 
Soccer. 

Super League Soccer is to be 
released on the 64 and the Amiga 
early in the year. 

Contact: Audiogenic Software 
Ltd., Winchester House, Canning 
Road, Harrow. Tel: 01-8611166. 


Commodore Computing February 1990 79 













fP/ygia/ns 


continued from page 71 

AFIP 9560 IF Dl*- M 2" THEN 9080 
QJFJ 9570 IF Dl*=» ,, 3” THEN 100 
S-ENTRY CODE * COFF 


Basic Effects 

D.Dewar. C64, C128. 

The following program demonstrates the stunning effects that 
can be programmed in Basic. Type in ’Basic Demo’ to see 
various effects that are possible, it is well remmed so routines 
that you wish to use can easily be found. 


GHKE 

BPNG 

NDGC 

KOHA 

FONL 

FAEL 
EKBG 
DEIG 
CHNK 
MLBH 
DONK 
EKHO 
BGPB 
ICNI 
JAHP 
AO ID 
ODNE 
KANL 
AEJG 
HMBI 
KPKN 
GPJD 
QAKC 
JOFF 
DHDD 
EIJI 
BOAE 
GAAH 
DAIH 
IEOC 
NKJN 
AEPA 
GFAC 
COHO 
kCI I 
PJAD 
EJCA 
DECL 
KING 
INCO 
HDBO 
JIIF 
JIKI 
FKED 
DCEP 
GDPE 


1000 PRINT"CCLR3 CLGRY]CCD103 CCR53RAILWAY[CR4DBYCSP3]I -BROWN[SP3]1989":FORT= 
1TO2000 s NEXT 

1010 PRINT"[CLR]"5 P0KE52,48 = P0KE56,48 s CLR 
1020 P0KE56334,PEEK<56334>AND254 

1030 POKE1,PEEK<1>AND251:FORI=0TG511s POKE1 + 12288,PEEK<1+53248 >:NEXT1 

1040 POKEl,PEEKU>OR4:P0KE56334,PEEK<56334>OR1:FGKE53272,<PEEK<53272>AND240 


> + 12 
1050 
1060 
1070 
1080 
1090 
1100 
1110 
1120 
1130 
1 140 
1150 
1160 
1170 
1180 
1190 
1200 
1210 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 


FORA=12288T012288+319:READAA:POKEA,AA:NE XTA 

DATA 255,255,255,255,255,255,255,000 

DATA 007,007,015,031,063,127,251,108 

DATA 000,255,255,255,255,255,191,028 

DATA 000,255,255,255,255,255,255,231 

DATA 000,127,255,255,255,255,255,108 

DATA 000,254,255,255,255,254,255,027 

DATA 127,255,178,178,255,127,255,054 

DATA 255,255,195,195,255,255,255,000 

DATA 254,255,011,011,255,254,255,054 

DATA 015,015,121,127,127,127,255,054 

DATA 255,255,255,255,255,255,243,192 

DATA 255,255,255,255,255,255,207,003 

DATA 240,240,158,254,254,254,255,108 

DATA 127,127,127,127,127,127,255,048 

DATA 254,254,254,254,254,254,255,012 

DATA 000,000,065,065,065,127,255,054 

DATA 000,000,000,000,000,255,153,000 

DATA 000,000,130,130,130,254,255,108 

DATA 127,127,094,094,095,095,255,048 

DATA 254,254,122,122,250,250,255,012 

DATA 024,127,127,127,127,056,255,109 

DATA 064,255,255,255,255,063,255,239 

DATA 248,168,174,254,254,254,255,056 

DATA 255,255,255,255,255,255,255,255 

DATA 000,000,000,000,000,001,003,006 

DATA 000,000,003,031,127,255,083,000 

DATA 000,192,240,255,255,253,112,000 

DATA 000,024,254,255,255,252,048,000 

DATA 000,016,002,240,001,000,000,000 

DATA 000,128,231,255,255,255,159,004 

DATA 000,000,193,247,255,255,024,000 

DATA 000,192,224,254,255,255,240,000 

DATA 000,000,000,000,000,000,000,000 

DATA 124,071,111,111,111,111,255,057 

DATA 000,000,000,000,000,000,000,000 

DATA 000,000,000,026,255,051,002,000 

DATA 000,096,000,023,248,004,000,000 

DATA 032,004,016,252,051,000,008,000 

DATA 000,254,254,254,254,254,255,206 

DATA 127,234,234,254,254,254,191,240 
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fP/y/tia/ns 


PONP 

CBAG 

JEAI 

ENPE 

IPHL 

EGAK 

KLPB 

PAHO 

FPBL 

HPIA 

BBGF 

BODM 

GJBL 

PGPO 

L.LDM 

EEHB 

NKDK 

PNPG 

PDHO 

GBMC 

GLJE 

EMFI 

CAPM 

IMAP 

FJIH 

AADG 

GBPD 

FFGG 

MGLH 

OBHL 

IJCP 

KOOD 

FOLJ 

GDND 

ODMF 

FENA 

FCND 

FDME 

CCMC 

CMJA 

IGIG 

LICD 


1460 

1470 

1480 

1490 

1500 

1510 

1520 

1530 

1540 

1550 

1560 

1570 

1580 

1590 

1600 

1610 

1620 

1630 

1640 

1650 

1660 

1670 

1680 

1690 

1700 

1710 

1720 

1730 

1740 

1750 

1760 

1770 

1780 

1790 

1800 

1810 

1820 

1830 

1840 

1850 

I860 

1870 


FGRT=0TG62aREADAa POKE14080+T,A*NEXT 
FORT=0TO62sREADAs POKE14080+64+T,AsNEXT 
FORT=0TO62 a READA a POKE14080+64*2+T,A a NE XT 
FORT=0TQ62 a READA a POKE14080+64*3+T,AsNEXT 
DATA 128,024,002,170,170,170,170,170,170 
DATA 170,130,170,170,000,170,168,000,042 
DATA 168,000,042,168,000,042,160,000,010 
DATA 160,000,010,160,000,010,160,000,010 
DATA 160,000,010,175,255,250,175,255,250 
DATA 175,255,250,175,255,250,000,000,000 
DATA 000,000,000 * 000»000 * 000 »000»000 * 000 
DATA 008,000,000,080,000,000,104,000,000 
DATA 080,000,000,096,000,000,®64,000»000 
DATA 064,000,000,06*4,000,000,064,000,000 
DATA 064,000,000,064,000,000,064,000,000 
DATA 064,000,000,064,000,000,000,000«000 
DATA 000,000,000 , 000 * 000 « 000 * 000 * 000 « 000 
DATA 000,000,000 * 00 0 * 000 * 000 « 000 * 000 * 000 
DATA 000,000,000 * 064,000,000,120,000,000 
DATA 064,000,000,120,000,000,064,000,000 
DATA 064,000,000,064,000,000,064,000,000 
DATA 064,000,000,064,000,000,064,000,000 
DATA 064,064,000,000,064,000,000,000 * 0 00 
DATA 000,000,000,000 * 00 0 * 000 * 000 * 000 * 000 
DATA 000,000,000 * 000 * 0 00 » 000 ' 000 * 000 « 000 
DATA 000,000,000 * 000«0 00 * 000 * 000 * 252 ’ 000 
DATA 001,018,000,127,019,000,255,255,000 
DATA 127,255,000,020,010,000,008 * 0 0 4,000 
DATA 000,000,000,000 * 000 * 000 * 000 * 000 * 000 
DATA 000,000,000 * 000«000 * 000 * 000 * 000 * 000 
DATA 000,000,000,000 * 000 * 000 * 000 * 000 * 000 
DATA 000,000,000,000 * 0 00« 000 * 000 ’ 000 * 000 
P0KE53281,6a POKE53280,11 
PRINT" [CLR] [BRND [CD 14] WW[SP35] WWW 11 ; 

PRINT"WW[SP35]WWW"; 

PRINT"WW[SP35]WWW“; 

PRINT"WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW"; 

PRINT" C GRN ] W W WWWW WW WWW WWW WWW W WW WWW W WWWW WWW W WW WW W W WW " ; 

PRINT"[LORY]WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW"; 

PRINT"[GRN]WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW"; 

PRINT"WWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWWW"; 

PRINT"[WHT][HOM][CDS][CR4]#*#[SP4][CU]***##*[SP11][CD2]***[CU][CL]#*#* 


EHAM 

HAOL 

CAJD 

NHKL 

MCPL 

KMNL 

IHEB 

DMDH 

LPOH 

ENGD 

LAMO 

HFAM 

DGAM 

LLLJ 

CPLO 


FNLF 

PIOF 


1880 V=53248 : POKEV+21,254 

1890 POKE2040,220:POKE2041,220:POKE2042,220:POKE2043,220 

1900 POKE2044.220 : POKE2045.220:POKE2046,220:POKE2047,220 

1910 POKEV+23,126:POKEV+29,126:POKEV+16,32:POKEV+28,254 

1920 POKEV+12,37 s POKEV+13,160 

1930 POKEV+2,81:POKEV+3,160 

1940 POKEV+4,129:POKEV+5.160 

1950 POKEV+6,177:POKEV+7,160 

I960 POKEV+8,225:POKEV+9,160 

1970 POKEV+10,17:POKEV+l1,160 

1980 POKEV+39,11:POKEV+40,11:POKEV+41,11:POKEV+42,11:POKEV+43,11 
1990 POKEV+44,11sPOKEV+45,11 
2000 PQKEV+38,5s POKEV+37,11 
2010 GOSUB2780 

2020 T1*="[LBLU]A[LBLU]B[LBLU]C[LBLU]’[LBLU]D[LBLU]E[YEL]F[YEL]G[YEL]G[YEL] 
G[YEL]H[YEL]F[YEL]G[YEL]G[YEL]G[YEL]H[YEL]F[YEL]G[YEL]G[YEL]G[YEL]H[YEL]F[Y 
EL]G[YEL]G[YEL]G[YEL]H[WHT] " 

2030 T2*="[LGRY]T[LGRY]U[LGRY]V[GRN]F[GRN]G[GRN]G[GRN]H[GRN]F[GRN]G[GRN]G[G 
RN]H[WHT] " 

2040 T3*="[LBLU]I[LBLU]J[LBLU]@[LBLU]K[LBLU]L[LGRY]F[LGRY]G[LGRY]G[LGRY]G[L 
GRY]H[LGRY]F[LGRY]G[LGRY]G[LGRY]G[LGRY]H[LGRY]F[LGRY]G[LGRY]G[LGRY]G[LGRY]H 
[LGRY]F[LGRY]G[LGRY]G[LGRY]G[LGRY]H[WHT] " 
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JOHC 2050 T4*=" [GRN]A[GRN3B[GRN]C[GRN] ’ [GRN]D[GRN] E [LRED] F [LRED]G[LRED]G[LRED]G[ 
LRED]H[LRED]F[LRED]G[LRED3G[LRED]G[LRED]H[LRED]F[LRED]G[LRED]G[LRED]G[LREDJ 
H[LRED3F[LRED]GILRED]G[LRED]G[LRED3H[WHT] " 

HOHF 2060 T5*="CLBLU]T[LBLU3U[LBLU]V[YEL]F[YEL]GCYEL]G[YEL]H[YEL]F[YEL]GCYEL3G[Y 
EL]H[YEL]F [YEL]G[YEL]G[YEL]H[WHT] " 

J DCH 2070 T6*= “ [ GRN ]1[ GRN ] J t GRN J @ [ GRIM] K[GRN]L[L GRY ] M [ L GF'Y J J C I. GRY ] K CLGRY]N[LGRY]M 
[LGRY]J [LGRY]K[LGRY]N [DGRY] O [DGRY] P [DGRY] Ci [DORY] O [DGRY]P[DGRY]Q[DGRY]O[DGRY 
]P[DGRY]Q[RED]M[RED]N[BRN3R[BRN]S[WHT3 " 

HBPH 2080 T7*="[LBLU]ICLBLU]J[LBLU]@[LBLU]K[LBLU]L[LGRY]OCLGRY]P[LGRY]QCLGRY]O[L 

GRY]P[LGRY]Q[LGRY]O[LGRY]P[LGRY]Q[LGRY]O[LGRY]P[LGRY]Q[LGRY]O[LGRY]P[LGRY]Q 

[LGRY]O[LGRY]P[LGRY]Q[GRN]R[GRN]S[WHT] " 

JJIF 2090 T8*="[MGRY]T[MGRY]U[MGRY]V[YEL]M[YEL]N[LGRY]0[LGRY]P[LGRY]Q[LGRY]OCLGR 
Y]P[LGRY]Q[LRED]M[LRED]J[LRED]K[LRED]N[BLK]0[BLK] P[BLK]P[BLK]Q[GRN]R[GRN]S[ 
WHT] " 

HMHH 2100 T9*="[WHT] [YEL]F[YEL]G[YEL]G[YEL]G[YEL]H[YEL]F[YEL]G[YEL]G[YEL]G[YEL] 
H[YEL]F[YEL]G[YEL]G[YEL]G[YEL]H[YEL]G[YEL]GCYEL]G[YEL]H[YEL]F[YEL]G[YEL]G[Y 
EL]G[YEL]H[GRN]I[GRN]J[GRN]@[GRN]K[GRN]L" 

CHPH 2110 TA*="[WHT] [LBLU]F[LBLU]G[LBLU]G[LBLU]G[LBLU]H[LBLU]F[LBLU]G[LBLU]G[LB 
LU]G[LBLU]H[LBLU]F[LBLU]G[LBLU]G[LBLU]G[LBLU]H[LBLU]G[LBLU]GCLBLU]G[LBLU]H[ 
LBLU]F[LBLU]G[LBLU]G[LBLU]G[LBLU]H[GRN]I[GRN]J[GRN]@[GRN]K[GRN]L" 

LLJJ 2120 TB*="[WHT] [LGRY]MCLGRY]J[LGRY]K[LGRY]N[LGRY]M[LGRY]J[LGRY]K[LGRY]N[DG 
RY]0[DGRY]P[DGRY]Q[DGRY]O[DGRY]P[DGRY]Q[DGRY]O[DGRY]P[DGRY]Q[RED]M[RED]N[BR 
N]R[BRN]S[LGRY]ICLGRY]J[LGRY]®CLGRY]K[LGRY]L" 

NBDF 2130 S14>=" [WHT] X [WHT] Y [WHT] Z [WHT] [ [WHT] ] [WHT] t [WHT] 6[WHT] Y [WHT] Z [WHT] 

AFOD 2140 S2*='*[WHT] [WHT] Y [WHT] [ [WHT] ] [WHT] t [WHT] 6[WHT] [ [WHT] ] [WHT] Z [WHT] £ [WHT] 


HHDN 

KKDA 

ML JD 
AEPN 
KOPF 
NHPM 
ACFN 
I EHE 
PFJP 
ECPK 
FGMJ 
EPHP 
1HIK 
KEBF 
DLNG 
MGJP 
LDEP 
CMOD 
IGIB 
PGIJ 
MPDH 
OJFD 
LLBK 
MPIC 
GDHK 
PNPB 
CIBL 
ODHL 
MJPK 
AFBM 
OJLC 
DBNM 
GDLC 
CNJB 
OK P D 
LCDN 
IINL 


2150 TC*=“[WHT] [WHT]![WHT]ACLGRY]0[LGRY]PCLGRY]Q[YEL]R[YEL]S[WHT] " 

2160 T8*="[WHT] [YEL]R[YEL]S[BLK]0[BLK]P[BLK]Q[BLK]0[BLK]P[BLK]Q[YEL]R[YEL] 
S[GRN]I[GRN] 3 [GRN]K[GRN]L" 

2170 T9*="[WHT] [YEL]I[YEL]J[YEL]J[YEL]L[YEL]I[YEL]J[YEL]K[YEL]L" 

2180 REM MAIN LOOP 
2190 FORT =1TO5000:NEXTT 
2200 A*=TA*:F=5sGOSUB2600 
2210 FORT=1TO3000«NEXTT 
2220 A*=T4*:D=1s F =4 s GOSUB2450 
2230 FORT=1TO4000:NEXTT 

2240 A*=T3*:D=0:F=30:GOSUB2450:GOSUB2680 

2250 FORT=lTO4000s NEXTT 

2260 A*=TB*aF=5sGOSUB2600 

2270 FORT=1TO500:NEXTT 

2280 A*=T5*:D=1s F=8:GOSUB2450 

2290 FORT=1TO6000:NEXTT 

2300 A*=T9*:F = 10sGOBUB2600:GOSUB2680 

2310 FGRT=1TQ500sNEXTT 

2320 A* -TC*:D=0 s F =30:GOSUB2450 

2330 FORT=1TO5000:NEXTT 

2340 A*=T1*:D=1s GOSUB2450 

2350 A*=TA*:F=10:GOSUB2600:GOSUB2680 

2360 A*=TC*:F=40:GOSUB2600 

2370 FORT=1TO5000:NEXTT 

2380 A*=T8*:D=0sF=15:GOSUB2600 

2390 FORT=1TO5000:NEXTT 

2400 A*=T9*:D=0:F =5:GOSUB2600 

2410 FORT=1TO5000:NEXTT 

2420 A*=T7* s D=0 s GOSUB2450 s GOSUB2680:FORT=1TO3000:NE XTT:GOSUB2680 
2430 A*=T2* s F =20 s D=1:GOSUB2450:GOSUB2680 
2440 G0T02180 

2450 POKE2047,221:FORX=<LEN<A*)/2>+39T01STEP-l 
2460 PRINT"[HOM][CD11]":IFD=0THENPRINT 
2470 IFS=0THENSM*=S1* 

2480 IFS=1THENSM*=S2* 

2490 IFD=1ANDX>40THENPRINTTAB<X—LEN<A*)/2)MID*<SM*.1,<LEN<A*)/2+40-X>*2-2> 
2500 IFX>40THENPRINTTAB<X-LEN<A*)/2>MID*<A*,1,<LEN<A*>/2+40-X)*2) 

2510 IFD=1ANDX<41ANDX><LEN(A*)/2—1)THENPRINTTAB<X-(LEN<A*)/2)]SM* 

continued on page 84 
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Look out, Beverly Hills 
Here comes Axel Foley ! 

The hero of "Beverly Hills Cop" and "Beverly Hills Cop II" is back in Beverly 
Hills - and this time he's working on a case that's a real stumper! He's going 
to stop the crime of the year, unless an army of trigger-happy gunmen stop 
him first ! 

You'll roar down crowded city streets, race against time to stop a daring rob¬ 
bery, stalk armed killers, hunt for clues to a bizarre crime, and fight for your 
life again and again in this high-speed action adventure starring the fast-talk¬ 
ing, quick-shooting detective. 

AVAILABLE ON: 

ST £24.99 AMIGA £24.99 PC £24.99 CBM64 CASS £9.99 
CBM64 DISK £14.99 AMSTRAD CASS £9.99 AMSTRAD DISK £14.99 
SPECTRUM CASS £8.99 SPECTRUM DISK £14.99 


/ 


jk 

\ L 



Tynesoft Computer Software Ltd., Addison Industrial Estate, Blaydon, Tyne & WearNE21 4TE. U K. Tel: (091) 414 4611 





fP/vgia/ns 


continued from page 82 

IJFC 2520 IFX<41ANDXXLEN<A*)/2-l>THENPRINTTABCX-<LEN<A*>/2>>A* 

KGliC 2530 I FD= 1 ANDX< L EN ( A*>/2THENPRINThID*<SM*, <LEN<A*)-X>-<X-1) . <X*2>) 
HKOO 2540 IFX<LEN<A*>/2THENPRINTMID*<A*,<LEN<A*>-X>-<X-1>,<X*2>> 

BOBB 2550 FORT=lTOFSNEXTT 
NIJL 2560 S=S+1sIFS=2THENS=0 
DJIF 2570 NEXTX 
ODBK 2580 POKE2047,222 
BPLP 2590 RETURN 

GKCL 2600 FORX=lTOCLENtA*)/2>+39 
LILK 2610 PRINT" [HOM] CCD12] , ‘ 

OPLL 2620 IFX>40THENPRINTTAB<X—LENIA*>/2)MID*<A*,1,<LEN(A*>/2+40-X>*2> 
NHGB 2630 IFX<41ANDX >CLEN(A*)/2—1>THENPRINTTAB<X—<LEN<A*>/2> >A* 

IHIG 2640 IFX<LEN<A*>/2THENPRINTMID*(A*,<LEN<A*>-X)-<X-l>,<X*2>> 

FJCM 2650 FORT=lTOF sNEXTT 

OFFD 2660 NEXTX 

CHLP 2670 RETURN 

APOP 2680 REM CAR SPRITE 

DLCP 2690 POKE2040,223:POKEV+1,200 

JFMM 2700 POKEV+39,INT(RND<1>*9>s POKEV+16,PEEK<V+16>+1 
MMHA 2710 POKEV+21,PEEK<V+21>+l 
OMOL 2720 FORX2=100TO0STEP-1 

MACF 2730 POKEV,X2*FORT=1TO10!NEXTT:NEXTX2 

PPHB 2740 POKEV+16, PEEK<V+16>—1 s FORX 1=255TO0STEP—1 

EPKB 2750 POKEV,XISFORT=1TO10:NEXTT!NEXTX1 

HLOI 2760 POKEV+21,PEEK<V+21}-l 

MOKK 2770 RETURN 

FAEA 2780 REMCSP5]SIGNAL 

MHEC 2790 POKE2047,222* POKEV+14,100* POKEV+15.1481 POKEV+46,7 
JIPC 2800 RETURN 
S-ENTRY CODE = BFPG 


★ Program Submission Procedure ★ 


DO NOT submit any program or routine that you do not 
either own or have authority to do so. 

ALWAYS include your name, address and date on all 
material sent. 

NEVER use staples, use paperclips if necessary. 

If you are using TAPE save the program at least TWICE 
on each side. DO NOT USE TURBO SAVE SYSTEMS. 

If you are using DISK save the program at least twice 
and call the second program BACKUP. 

IDENTIFY your tape/disk with: your name and address, 
the program name and WHAT COMPUTER it is for. 

PLEASE do not submit hand-written work, unless it is 
unavoidable. *** Note *** you can always write your 
instructions in the form of a computer program, eg 1 
PRINT ‘your text’ etc. 

INCLUDE a short statement of what your program is 
supposed to do. 

IF YOU USE A WORDPROCESSOR supply a standard 
ASCII file of the article, this allows us to load it into our 
standard wordprocessors. 

INCLUDE the following STANDARD header on all 
programs. Even if your program is in multiple parts, 
include this information on each part 
(this will be stripped off prior to publication). 

NAME .... 

ADDRESS 

ADDRESS 

ADDRESS 

POSTCODE 

COUNTRY 

TELEPHONE No. (if poss). 


COMPUTER 
DOS/ROM TYPE 
PROGRAM NAME 

ALWAYS ensure that disks are well packed, Use a 
commercial disk mailer or at least packed between two 
pieces of thick cardboard or rigid plastic. 

MARK the package MAGNETIC MEDIA DO NOT BEND 
OR EXPOSE TO MAGNETIC FIELDS in BOLD letters on 
BOTH sides. 

Please allow at least 8 weeks for acknowledgement as 
all programs have to be thoroughly tested and put into a 
suitable format. 

Enclose a self-addressed stamped envelope or pack¬ 
age if you would like your program to be returned. 

Overseas submissions can use IRC’s International 
Reply Coupons. 

* Programming Tips * 

If you can, use CHR$(x) type commands instead of 
graphic characters. 

Renumber your program in a standard form, most 
readers use auto number utilities to ease typing in. 

Try to keep instructions within the program fairly short. 

You can expand on them within the text if necessary 

TEST YOUR PROGRAMS..better still get a friend to test 
them for you. 

IF YOUR PROGRAM CONTAINS MACHINE CODE: 

Please use DECIMAL data statements, NOT HEX for the 
BASIC loader. Keep the same number of data state¬ 
ments on each line (MAX 14) and use the three digit 
format if possible, eg 000,010,243,001 etc. 

continued on page 86 
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you’ve played the game 

NOW GET THE VIDEO 




THIS OFFER CLOSES ON JAN. 30th 


SEND OFF 


NOW 


INCREDIBLY, WE ARE GIVING AWAY A FREE VIDEO WORTH 
AT LEAST £10 THIS CHRISTMAS/NEW YEAR THROUGH THIS 
ADVERTISEMENT ONLY, WITH EVERY 


LOAD-m 

DATA-RECORDER STILL FOR ONLY 


FOR C64/128 
COMPUTERS 


£39.99 


INC 

P&P 


FIRST TIME LOADING 
- EVERY TIME 

ADJUSTABLE HEAD 
ALIGNMENT 

LED LIGHTS 
TO INDICATE 
MAXIMUM 
SIGNAL POSITION 


* 


ONE FULL YEAR 

GUARANTEE 



FOR YOUR 'LOAD IT’ AND FREE VIDEO 


CUT-OUT OR PHOTOCOPY THIS COUPON AND SEND IT TO: 



Mills Computer Products Ltd, Chewton Street, Eastwood, Nottingham NG16 3HB 


PLEASE SEND ME . LOAD-IT(S) 

NAME . 

ADDRESS . 


. POST CODE . 

I ENCLOSE CHEQUE FOR £39.99 OR PLEASE DEBIT MY ACCESS/VISA ACCOUNT 

CREDIT CARD PHONELINE 
0773-761246 


SIGNED . EXPIRY DATE 


MY CHOICE OF FREE VIDEO IS Q TOP GUN 

□ LIVING DAYLIGHTS 
(Please allow 28 days for delivery) TEMPLE OF DOOM 


(Please number your 
1st and 2nd choice) 



































[P/HWiamf 


continued from page 84 

S-ENTRY 

C64/128 

BASIC COMMANDS 

S-ENTRY intercepts several vectors in the oper¬ 
ating system, and because of this the normal 
basic commands are not available... don’t worry 
... you can still use them by prefixing the 
command with the @ symbol, so SAVE would 
become (o SAVE, etc. 

NOTE: do not use any DOS wedge, or you will 
confuse S-ENTRY. 

S-ENTRY DISABLE 

Before you run any programs that you have 
entered, S-ENTRY MUST BE DISABLED. Enter an 
! on its own and S-ENTRY will be removed from 
memory and the normal operating system res¬ 
tored. REMEMBER ALWAYS SAVE A PROGRAM 
BEFORE YOU RUN IT! 

MISSING LINES 

In order to provide you with a flexible system, 
S-ENTRY only checks on a line by line basis. So if 
you miss out line 540 say, S-ENTRY will NOT 
report an error. 

This may sound odd, but it does allow you to 
enter part of the program, then save it and come 
back to it at a later date. This is also helpful if you 
and several friends are splitting up the job of 
entering a large program, each person will be 
able to say that what has been entered is correct. 

To make sure that you have the entire 
program entered correctly, Entertype ‘&’ symbol 
on its own. S-ENTRY wil then calculate the 
S-ENTRY code for the program in memory, you 
can compare this with the final S-ENTRY code 
printed at the end of the listing. 

ADVANCED USE 

If you think you are good enough not to use the 
S-ENTRY system, you can simply enter the 
normal basic lines after the S-ENTRY code. But 
what if you get it wrong? Well S-ENTRY has a 
command that will produce a summary of the 
S-ENTRY code and the line number ion memory; 
you can then compare this with the published 
S-ENTRY codes and thus track down the prob¬ 
lem. This command is«—LIST; you can pause the 
list by using the Shift/Shift Lock keys. The 
command will also accept a line numbner range, 
i.e. 100-200 or 200-etc. 

The ONLY difference that S-ENTRY makes to 
the published listing is the addition of the four 
character code before the line number, and the 
addition of the final S-ENTRY code at end of the 
listing. 


S-ENTRY COMMAND SUMMARY 

& Calculates the S-ENTRY code for 

the entire program in memory. 

@ Prefix to a basic command ie 

@DSAVE or @L0AD 

! Remove S-ENTRY 

«—LIST Display S-ENTRY code summary, 
use shift/shift lock to pause. 

YOU MUST 

1. Use EXACTLY the same line numbers. 

2. Enter the program exactly as printed, 
including all REMs. 

3. Use EXACTLY the same commands, 
FULL command names MUST be used, 
ie'?’ cannot be used instead of PRINT. 

4. Remember to convert the easy enter 
codes ie [SPSj means type 9 spaces. 

5. Type anything between “ ” (quotes) 

EXACTLY as published. 


100 REM 

110 REM******************************** 

120 REM* 

130 REM* 
ld0 REM* 

150 REM* 

160 REM* 

170 REM*<C)1989,A» ESKELSON & G-CATTLEY* 

180 REM* * 

190 REM******************************** 

200 REM 

210 M1-256*PEEK<179>+PEEK<178>*C8-65281*C9-C8-2:FA=250:FB-251:FC-252 

220 POKE C8,00*REM IF 128 SET BANK 0 

230 MC*M1+9«CC*0SFOR 1-0 TO 61:READ ZZ 

240 CC-CC+ZZ SPOKE M1*I,ZZ:NEXT I 

230 REM DATA FOR CRC 

260 DATA 169,000,133,250,133,251,133,252,096,169,000,133,252,162,008,165 
270 DATA 250 ,042,038,253,042,042,042,042,042,069,253,133,253,165,250,069 
280 DATA 253,133,253,165,251,042,042,042,069,253,133,253,038,252,042,069 
290 DATA 253,106,038,251,038,250,202,208,214,166,251,165,250,096 
300 IF CCO9069 THEN PRINT-ERROR IN CHECKSUM DATA":STOP 
310 REM 

320 REM TEST FOR C128/C64 

330 IF Ml-2816 THEN C64-2:SA-3072:GOTO 360 

340 IF Ml—828 THEN C64=lsSA-49152:GOTO 360 

350 PRINT-ERROR NOT C64 OR C128 ? M *STOP 

360 READ TC:EQ—0 « EA—SA:SYS Ml 

370 HB—INT<SA/256)* LB—0 

380 REM START OF LOOP 

390 READ DASiREM READ THE DATA 

400 IF DAS—"—9999" THEN 480*REM FINISHED ALL THE DATA 
410 DA—VAL<DAS>«PRINTSA|CHRS(145) 

420 IF LEN(DAS)<>3 THEN 450 

430 POKE SA,DA«SA—SA+1 

440 POKE MC+1,DAiSYS MCiGOTO 390 

450 AX—PEEK<FA> « XX-PEEK<FB> «CK-AX*256+X% 

460 IF CKOVALCDAS) THEN EQ-l*GOTO 480 
470 GOTO 390 

480 IF EQ OR (CKOTC) THEN 510 

490 POKE FA,LB«POKE FB,HB* POKE FC,C64:SYS EA 

500 PRINTCHRSC147>;“S-ENTRY ACTIVE- TYPE ’0NEU’ TO CLEAR LOADER-:END 
510 PRINT"LINE/DATA ERROR IN LINE"? 

520 PRINT PEEK<66)*256+PEEKC65)*END 
530 DATA 44232 

540 DATA 024,165,250,105,028,133,176,165,251,105,002,133, 177,169,000,170,48900 
550 DATA 168,024,177,176,133,254,200,177,176,101,251,133,255,200,177,176,00903 
560 DATA 201 ,255,240,008,024,101,251,129,254,200,208,229,024,165,250,105,18744 
570 DATA 112,133,176,165,251,105,002,133,177,024,165,250,105,126,133,254,17887 
580 DATA 165,251,105,000,133,255,162,000,164,252,177,176,072,161,176,240,44466 
590 DATA 017,168,104,145,254,165,176,024,105,003,133,176,144,002,230,177,32098 
600 DATA 208,230,104,169,000,141,005,003,169,126,141,004,003,169,000,133,49661 
610 DATA 252,173,038,003,141,152,002,173,039,003,141,153,002,096,160,000,49456 
620 DATA 132,251,132,250,132,180,132,254,132,253,185,000,002,201,032,208,52892 
630 DATA 003,200,208,246,201,095,208,017,072,169,171,141,038,003,169,002,22812 
640 DATA 141,039,003,032,154,002,104,208,053,072,173,152,002,141,038,003,55274 
650 DATA 173,153,002,141,039,003,104,201,064,240,035,201,033,240,013,201,41233 
660 DATA 038,208,033,076,068,001,173,141,002,208,251,096,169,067,141,005,20351 
670 DATA 003,169,013,141,004,003,169,000,153,000,002,076,013,067,032,128,63881 
680 DATA 003,024,144,247,165,252,240,007,169,000,133,252,024,144,236,132,15406 
690 DATA 252,152,024,105,004,168,185,000,002,240,007,032,211,001,200,208,05629 
700 DATA 245,000,164,252,162,001,185,000,002,072,169,032,153,000,002,104,21893 
710 DATA 056,233,065,024,010,010,010,010,133,252,200,185,000,002,072,169,54075 
720 DATA 032,153,000,002,104,056,233,065,041,015,005,252,213,250,208,011,11281 
730 DATA 200,202,016,210,169,255,133,252,076,209,077,169,000,133,252,162,54224 
740 DATA 022,108,000,003,162,001,181,045,149,176,202,016,249,141,001,255,56924 
750 DATA 160,000,132,251,132,250,132,180,132,254,132,253,160,001,177,176,45691 
760 DATA 240,040,200,177,176,032,211,001,200,177,176,032,211,001,200,177,58968 
770 DATA 176,240,007,032,211,001,200,016,246,000,160,000,132,254,177,176,22791 
780 DATA 170,200,177,176,134,176,133,177,208,210,160,000,140,000,255,185,63767 
790 DATA 154,001,240,022,032,210,255,200,208,245,083,045,069,078,084,082,26008 
800 DATA 089,032,067,079,068,069,032,061,032,000,162,001,181,250,072,041,42873 
810 DATA 240,074,074,074,074,024,105,065,032,210,255,104,041,015,024,105,62214 
820 DATA 065,032,210,255,202,016,229,141,003,255,169,000,141,000,002,076,51028 
830 DATA 222,000,096,201,034,208,008,072,165,254,073,255,133,254,104,281,08627 
840 DATA 032,208,004,036,254,016,052,133,180,169,001,072,165,251,041,128,08832 
850 DATA 042,038,253,165,251,041,008,106,106,106,069,253,133,253,165,251,26391 
860 DATA 069,253,133,253,165,250,042,042,042,069,253,133,253,038,180,042,59214 
870 DATA 069,253,106,038,250,038,251,104,010,144,208,096,100,000,000,197,16654 
880 DATA 000,001,253,000,001,103,001,001,109,001,001,117,001,001,145,001,10659 
890 DATA 001,209,001,000,118,000,002,124,000,002,159,000,002,165,000,002,52822 
900 DATA 172,000,002,178,000,002,211,002,002,001,003,002,010,003,002,019,14849 
910 DATA 003,002,835,003,002,050,003,002,028,003,002,231,002,002,222,002,52909 
920 DATA 001,047,003,002,194,002,002,200,002,002,042,003,000,255,255,255,04528 
930 DATA 079,165,067,084,124,013,094,124,013,095,165,067,201,043,045,097,06351 
940 DATA 115,128,098,000,003,187,138,209,188,164,077,073,141,211,074,002,22835 
950 DATA 000,000,064,064,064,064,064,032,000,000,160,000,132,251,132,250,37171 
960 DATA 132,180,132,254,132,253,132,177,132,176,096,134,182,132,181,201,46369 
970 DATA 013,240,054,166,177,208,037,201,058,176,038,201,046,208,016,072,22106 
980 DATA 173,152,002,141,038,003,173,153,002,141,039,003,104,208,018,164,50064 
990 DATA 176,153,146,002,230,176,201,032,208,002,230,177,032,211,001,169,15787 
1000 DATA 001,166,182,164,181,108,152,002,096,164,177,240,244,169,002,072,30286 
1010 DATA 168,136,185,250,000,072,041,240,074,074,074,074,024,105,065,032,48296 
1020 DATA 225,002,104,041,015,024,105,065,032,225,002,104,074,144,224,169,27482 
1030 DATA 061,032,225,002,169,000,133,176,164,176,185,146,002,201,032,240,17276 
1046 DATA 007,032,225,002,230,176,016,240,032,198,000,169,013,032,154,002,25087 
1050 DATA 076,225,002,255,44232,-9999 
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Amiga contacts wanted from all over 
the world. Send letter and disks to Barry 
PO box 346 Niddrie Victoria, Australia 
3042 Tel: (03) 3381975 

CBM 64 power supply £15 ono input 
programing course issues 1 -31 £15 ono 
Precision Superbase 64, original disc, 
£15. Mark 0626 55244 

Contacts wanted worldwide for the 
C64. Post mail to Ignite PO box 291 
Wandin North UJC, Australia IA 3139 

Autoduel wanted on disc for C64, game 
by Origin, contact Adrian 36 Eastfield, 
Folkestone, Kent Must be working 
copy! 

C64 contacts wanted. Richard 16 Dal- 
lington Close, Persham, East Sussex, 
TN40 2SU. 

Reliable Amiga contacts wanted. Ev¬ 
erybody is welcome. Contact Paul 
Young 30 Godric Rd., Shiregreeen, 
Sheffield, S5 OAJ all letters answered 
and all disks returned. No disk thieves! 

C64, 1541 disk drive, C2N cassette, 
hundreds of games on tape and disk, 
word processor, all in excellent condi¬ 
tion for £250, phone 0203 631 254 

Amiga contacts wanted worldwide. 
100% reply. Write in German or English 
to T Brendan, Nygardslok. 2L, 1482 
Nittedal, Norway. 

Wanted - Advanced Music System ori¬ 
ginals only on C64. High price payed. 
SAII letter answered. Write to Paul Col- 
mer 149 London Rd., High Wycombe, 
Bucks HP11 1BT 

Commodore Plus 4 as new with 50 
games, joystick and datasette £120 
also Philips 10" colour battery mains TV 
£100 Tel: 0257 451661 after 5pm 

C64 with 1541 disk drive, mouse and 
cheese, 50 games, Action Replay Mk 5 
Pro, two disk storage boxes 150 blank 
disks £250 Phone Paul Peterborough 
(0733) 63380 

Colour Monitor for Sale. CBM model 
1701,14" high resolution screen. Barely 
used - part of back up system. Only 
£120 Gary Nicholson 46 Washington 
Ave., Bournemouth, Dorset, (0202) 
38058 

Wanted - Interpod or Brainbox for C64 
Phone Rod 0847 86310 after 6pm 


9600 Modem needed desperately. No 
2400’s please. Contact: Frosty: 661- 
7033. Greets to all contacts. 

MSI wants fast Amiga contacts all 
around the world. All letters answered 
write to Tommy Hansen Radmann 
Knudsen Gate 26 3190 Horten Norway. 

For Sale! Macintosh with unit, 
keyboard, Imagewriter LQ printer, 
datastream tape drive and software like 
MS-word. Contact LFC insurance on 
(0702)471717 amnd askfor Neil Mansell 

Commodore dot matrix printer 
MPS801 including paper. C2N recor¬ 
der, joystick, cartridge game £60 the lot 
or will split. Tel Orpington (0689) 36350 

Norwegian C64 owner wants contacts 
all over the world. Disc only! send to 
Lavs Bunes, Stein-bekkasen 15, 1472 
Fjellhammer, Norway. 

Aussie wants quick commodore 64 
contacts worldwide. Write to TSVC 19 
Redlynch road, Salisbury North, South 
Australia, 5108 Australia. 100% reply I 
promise this is no con job. 


C128D green monitor, Epson Printer 
LX80 with CWT and Cont. Feeders, 
Datassette, Vizawrite, Superbase and 
many extras books disks etc. Offers 
over £350 Tel: (0280) 816729 

Amiga contacts wanted write to David 
Smith, 31 Noble Street, WhyaUa Stuart, 
South Australia, 5608 or phone (086) 
455041. All letter answered. 

CBM with C2N datasette, 2 joysticks 
Neos mouse, all leads and adaptors 
manuals and a wide range of software 
£190 ono ask for Duncan 0924 467519 

Wanted Amiga/IBM contacts all letter 
answered. Write to Fabius Centouse, 
Via Gaete 7, 80053 C/mmeze de Stabia 
(NA) Italia. 

C64 contacts wanted send disk only to 
TGK PO box 170, Martdale NSW Au¬ 
stralia 2223 No lamers phone (612) 543 
6476 from overseas or (02) 543 6476 
from Australia 

Wanted C64 contacts on tape or disk. 
Send your returned letter to The 
Pro..V..30 Gilmonby Road, Park End, 
Middlesborough, Cleveland TS30AD. 
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For Sale: CBM64, one tape deck, tape 
to tape doubler, PSU, MPS801 printer 
with ROM chips and leads plus loadsa 
tapes £250 (quote no.6) apply: Martin 
Shaw 26 Tudor Hollow, Fulford, S-O-T, 
Staffs. 

For Sale: Vic20, tape deck, tape games 
and PSU, apply quickly to: Martin Shaw, 
26, Tudor Hollow, Fulford, S-O-T, Staffs, 
£80 ono. Please quote 65A2. 

C64 plus 1 541 drive, cassette, books, 
over 50 games, 2 yrs old. The lot £180 no 
offers. Tel. 01 250 1267 after 6pm. 

Amiga owners looking for more con¬ 
tacts worldwide. Fast reply to Max, 77 
Hemstead Road, Watford, Herts WD1 
3HD. England. Be Quick! 

Wanted - 1541 disk drive, must be in 
good working order, pay up to £60 call 
(021) 474-4274 6pm onwards. Also prin¬ 
ter wanted. 

Amiga 500 expansion RAM board 512k 
no clock. Do not miss this bargain less 
than half price only £45 ring Mike (0734) 
811635 (Evenings). 

C64 1541 disk drive MPS801 printer, 
paper, Action Replay 5 Pro, 600+ 
games, C2N, Mouse + Cheese, 2 Joys¬ 
ticks + mags & manuals £350 ono pho¬ 
ne (0698) 881170 after 6pm. Can deliver. 

Amiga Contacts wanted write to Bill 
Walker 17 Adelphi Terrace, Currock, 
Carlisle, Cumbria CA2 4BE. 

Wanted Action Replay enhancement 
disk for C64. Call (0253) 53820 after 5pm 
or write to Andy 5 Teesdale Ave., Black¬ 
pool, Lancs., FY20TH PS Hello Mum!!! 

Wanted C64 contacts all over the world. 
All mail will be answered. "EHRGOTTHE 
NEWS" disk only. Ehr/Espen Formoe, 
Idrettsvn 3 4400 Flekkeford Norway. 

CBM64, datasette, joystick, 1541 disk 
drive, FM synthesizer, 5 octave 
keyboard, diskmate, £1000’s of soft¬ 
ware on disk and tape + 
loads of mags £250 ono. Contact (0444) 
245943 

Sega Masters system + 5 games inc. 
Alex Kid, Miracle, Double Dragon and 
Golvellius, Rampage. Never used. Also 
Hang on. As new sell for £115. Phone 
378 2750. 


Disk drive required for Commodore 64 
Ring (0495)215750. 

Earn £££’s every week. Easy work from 
home. Send SAE (From anywhere) to: 
David Hever, Carrick Banagher, Dum- 
fin, Boyle, County Sligo, Eire. 

Bargain! CBM 64, leads ets Action Re¬ 
play Mk4, over £300 of games, 
loads of mags, dust cover,. All this is 
worth £550 sell for £200!. 040924 375 

C64 contacts wanted in Norway and 
Sweden. Write to: Knut Olav, Sundland 
3505, Krok-Kleiva, Norway. 

C64, Oceanic disk drive, C2N data cas¬ 
sette, Action Replay Mk V, Joysticks, 
Light Pen, Geos, Blazing Paddles, 
mags, manuals, 150+ of games: Kick¬ 
off, Gunship, In Crowd, and loads more. 
Phone 01-316 0249 £200. 

For Sale: Chuck Yeagers Flight Simula¬ 
tor £12 ono, worth at least £24 brand 
new Tel (0533) 521245 ask for Ali. 


Genuine chance to earn honest extra 
income. Your Micro will help. Rush SAE 
to M Mitchell, 11 Muskham Ave., Ilkes¬ 
ton, Derby, DE7 8JL 

CBM 128 with datasette. leads, manu¬ 
als, books £160 worth of Games, VGC. 
Still boxed, worth over £450 selling price 
£200 ono. Phone Richard on 
Rotherham (0709) 555 666 

CBM 64 with two disc drives, two data- 
settes, printer, joystick, Action Replay, 
Telephone Modem, books, tape and 
disc software. All immaculate and in 
boxes. £300. Call Alan (091) 4834876 

C64, 2 datasettes, 2 joysticks, 2 pad¬ 
dles, modem £1300 + games (all origi¬ 
nal) leads, manuals etc boxed, genuine 
offers please call Mathew on (0793) 
822177 after 5pm weekdays. Hurry! 

C64, BAA/16" TV, C2N datasette, power 
pack, leads, games including Ninja II, 
Armalyte, Impossible Mission, also free 
electronic TV console included only 
£285 London 01 -749 5417 


HERE’S MY CLASSIFIED AD, 

a a 

r 





'] 

1 






1 

i 






1 

1 






1 

i 



(Private Readers — Free-Max 32 words) 

Trade Advertisements — 50 p per word 

1 make this. 

.words at. p per word, so 1 enclose f j 


Please continue on a separate sheet of paper for trade advertisements 
Name __ 

Address _ 

Tel: ~~ 

Send your classified entries to: 

Classified Department, 

Commodore Computing International Magazine. 

40 Bowling Green Lane, London EC1R ONE 
Tel: 01-278 0333 Ext.280 

































High Quality Repairs 
Low inclusive Prices 

The Logical Choice! 


Technical Services 


All repairs and upgrades guaranteed 
4 months, repair prices quoted apply 
to any single fault* and are inclusive of 
parts, labour and VAT. All acces¬ 
sories are new and guaranteed 12 
months. Free return carriage for UK 
mail order customers. 

* Excludes replacement of complete 
keyboard assembly (free estimate 
given). 


REPAIRS 
C64/C16/Plus 4 
C64C 

& UPGRADES 
Cl6 to 64k RAM 

& ACCESSORIES 
Datacorder C64 
Micromate PSU 


£21.90 

£24.90 


QUALITY AMIGA DIGITISING 


Fed up with paying high prices? Then look no further.... We at 
Digicraft aim to please all our customers with our friendly and low 
cost digitising service. 

We are confident that we offer the best service together with 
the best prices possible for Amiga owners, unlike certain other 
people we could mention! 

#Top quality digitising using the latest technology 

• Sony branded disks used as standard 

• Users may send their own disks if they prefer 

• No extra charge for colour pictures 

• Free slideshow utility with every order 

• Competitive prices 

Any of the Amiga’s resolutions can be displayed with interlace 
or overscan if required (please state). Approx. 10 pictures can be 
stored per disk. 

Colour or B/W pictures £1.00 each. 

Please add £2.50 per disk (P&P inc). Deduct £1.00 if sending your 
own disk(s). 

Make cheques/POs payable to: 

DIGICRAFT, 45 Endsleigh Court, Colchester, Essex C03 3QT. 

Tel 0206 767107 

or, alternatively, send a SAE for more info on this and our T-Shirt service. 


£18.90 

£19.90 


VSE Technical Services (Dept.109), Unit 6,8 Nursery Road, 
London SW9 8BP Tel. 01-737 0234 


Yes making money with your Commodore becomes incidental when 
you know how. Your micro is, if only you knew it, a gold mine. The size 
and make is irrelevant. Make the initial effort. NOW by starting your own 

HOME BASED BUSINESS 

This may be the most important move you will ever make! 
REMEMBER: You’ll never get rich by digging someone else’s “ditch”. 
Anyone in the country, including YOU, can become very rich in a 
relatively short period of time just by doing a few basic things! It’s more 
rewarding than playing games. The benefits are many and varied. Full 
or part-time. For FREE details send S.A.E. to: 


31 PILTON PLACE (CCI15) 
KING AND QUEEN STREET 
WALWORTH, LONDON, SE17 1 DR. 


"The Computer repair specialists 

"OTE DAY SERVICE - -— 11 " 2 4Hr iuHNAhuUNu 

(CALLERS) -Z7 A CT* ^ (POSTAL) 

640NLY - 64 ONLY 

EXPERT COMPUTER REPAIRS 
COMMODORE ■ SINCLAIR • AMSTRAD • ACORN ■ BBC 
STANDARD CHARGES 

(INC VAT AND FULLY INSURED RETURN POSTAGE 

Commodore 64.£25.00 Commodore 64C.£29.00 Commodore 128.£32.00 

Commodore+4.£25.00 Commodore Vic 20.£18.00 AMIGA500..£40.00 

1541 disk drive.£32.50 (OTHER DRIVES REPAIRED, RING FOR DETAILS} 

Spectrum 48K.£18.00 Spectrum+2.£25.00 AmstradCPC464.£25.00 

Acorn Electron.£26.00 

3 MONTHS “NO QUIBBLE” WARRANTY ON ALL REPAIRS 

Low Prices E. ' §Jc&Jh^99 

COMPUTER ICS and GENERAL COMPONENTS 
WHY PAY MORE 
(Send Large SAE for Full Lists) 

HINDLEY ELECTRONICS 

Dept CCI, 97 Market Street, Hindley, Wigan WN2 3AA. Tel (0942)_._ 

Computer repairs: Callers requiring same day service please ring before calling and add 10% to standard charge. Standard charges do 
not include repairs to external items E.G. power units, tape recorders, joysticks etc. A surcharge may be levied for machines that have 
sustained severe damage E.G. fire, flood, tampering. 


10 X31/2DS/DD. 

25 X31/2DS/DD. 

50 X31/2DS/DD. 

100 X31/2DS/DD. 
250 X31/2DS/DD. 
500 X31/2DS/DD. 
1000 X31/2DS/DD. 


.... £8.50 Ordering 100 disks or less? 

.. £19.00 Use our credit card hotline. 

.. £35.00 Access - 0742 726485 - Visa 

.. £66.00 AMIGA MEMORY 

rifinnn 0.5MB- no clock.£75 

oonnnn 0.5MB WITH CLOCK.£89 

.£299.00 AMIGA EXTERNAL DRIVE ... £79 

£575.00 ATARI EXTERNAL DRIVE.£84 

WE ONLY USE SONY DISKS. LIFETIME GUARANTEE. 50 AND 100 DISKS 
SENT 3 DAYS DELIVERY. ALL OTHER ITEMS SENT NEXT DAY. FULL MONEY 
BACK GUARANTEE. SAME DAY DESPATCH. CHEQUES AND PO'S TO: 


Low Prices 


EVEN BETTER DISKS - EVEN LOWER PRICES 


HARDWARE DISTRIBUTION (dept CC) 
19 DIVISION STREET, SHEFFIELD, SI 4GE 
0742 726485 















































ODORE 


COMPUTER SYSTEMS 


REPAIRS 

★ Commodore 

* Sinclair 
^ Amstrad 

& others 
■k Sales & Supplies 


ELECTRONIC SERVICES 
^ CHELMSFORD 0245-260874 





COMMODORE M/12*. CASSETTE ONLY 


X RATED 

ADULTS ONLY GAME 


ONLY 

£6.50 

Loosen your 
collar, get out 
your JOYSTICK 
and get stuck in. 
By the time you 
finish you’ll be 
exhausted. 


1 


NEWPORT (I.W.) BUSINESS SUPPLIES 
21 Priory Road, Newport, Isle of Wight 

3iD/SKS DISK STORAGE AMIGA RD 

★ 3? DD/DS top quality unbranded disks 75p each 

★ Storage boxes 40 cap. £5.25 80 cap. £7.45 ★ 

P.D. intro pack. 10 selected demos disks £10.95 ★ 

All prices inc. VAT & P/P Cheque/P.O. to N.B.S. 

Order now or get to know us first. Send 20p stamp for catalogue, 
discount order form, Amiga P.D. list and 10 free 3V disk labels. 

We rarely advertise because our customers keep coming back again 
and again. For a reliable mail order service, setting grc/a/Z^K products 
order from N.B.S. today. 




LEARN COBOL 

The world’s most widely used commercial 
programming language on your Com¬ 
modore 64 or 128. The package comes on 
disc and includes an Editor, Interpreter, 
Symbolic Debugger and comes complete 
with a 150 page manual. Separate versions 
for C64 + 128 on the case disc. 

Price £29.95 

ADAMSOFT 
0706 524304 
SEE MAIN AD IN THIS ISSUE 


COMMODORE REPAIRS 

(with FREE extended guarantee) 

COMMODORE 64 £28.70 

COMMODORE 128 £36.70 

COMMODORE Cl 6/+4 £20.70 

COMMODOREAMlGA P.O.A. 

Price is all inclusive and we guarantee the whole computer (excluding 
P.S.U.’s etc) for six months. Multiple faults may incur extra costs. 

KPR MICRO 

34, Petunia Crescent, Springfield, 
Chelmsford, Essex CM1 5YP 
Tel: 0245 - 468554 


COMMODORE 64/128 
SOFTWARE LIBRARY 

★ Free membership ★ Up to 25% off software 

★ 7 day hire ★ 10% off hardware 

★ Tapes from ★ Newsletter every month 

£1.00 to £1.50 ★ Competitions 

★ Disk from £1.50 to £2.00 
For free catalogue s.a.e. to: 

ACE SOFTWARE LIBARY 

14 Chippendale Court, Finaghy, 
Belfast BT10 ODU 


WHY WORRY? 

Why worry about your coursework or homework when your 64 or 
128 could,help. A superb 38k maths program is now available 
complete f wf»h superfast hi-res graphics option to picture your 
problems $nd solutions. An invaluable study aid, it comes 
complete with instruction booklet and smart case. 

Disk = £5.99. Cassette = £4.99, Contact Insight Software, 85 Bor¬ 
odin Close, Brighton Hill, Basingstoke, Hampshire, RG22 4EW. 


ALPHA DIGITAL COMPUTER 
SERVICES 

24 Fitzwilliam Road, Clapham, SW4 0DN 

QUALITY COMPUTER REPAIRS 

01-622 5124 


TC COMPUTERS 

12a Barnards Way, Charlton Heights, 
Wantage, Oxon OX12 7EB 
OXFORDSHIRE PREMIER COMMODORE 
DEALER 
02357 60177 


A1 COMPUTER SERVICES 

Unit 9 Paddock Mount Offices, Dawley, 
Telford TF4 3PR. Tel: 0952 502737. 
Computer repairs, supplies, leases & credit 
available. 

Credit Brokers. jjg 


COMPUTER REPAIRS 


SPECTRUM, COMMODORE, AMSTRAD, 
ACORN, BBC etc 

Fixed charge repairs on all makes 

Please ring for details 

MCE SERVICES 

33 Albert Street, 
Mansfield, Notts NG18 1EA 

Tel. 0623 653512 


PUBLIC DOMAIN SOFTWARE 
FOR THE C64/128. 

We have 150 disks full of all types of Programs. 
All disks are £2.95 each. 

AVAILABLE NOW FOR THE +4 

From £3.75 per disk 
Send SAE or phone for free catalogue 
(state model) 

Kingsway Computer Services 
Dept CCI, 72 Glencoe Road, Sheffield S2 2SR 
Tel: 0742 750623 


TO SIT Wt PACi 

IjqPJL meet 

CALL 01-278 0333 EXT 280 


Whilst all reasonable precaution is taken to ensure advertisres are bona fide, Croftward Publishing Group takes no responsibility for any misrepresentation or inaccuracies in 
advertisements or for any breaches of obligations by advertisers. Readers are recommended to take appropriate professional advice before entering into obligations. 














































Commodore 


+VAT = 

£399 

INCLUDES 
FREE UK 
DELIVERY 


£346 

The Amiga 500 is one of a new breed of technologically 
advanced computers, which are now emerging as the new 
standard for home computing, based around the new Motorola 
68000 chip. The A500 has 512K RAM and a 1Mbyte double 
sided disk drive built-in. It can be connected directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modulator. Designed with the user in mind, the A500 features a 
user friendly WIMP environment and comes supplied with a free 
mouse. And, when you buy your Amiga from Silica Shop, the 
UK’s Nol Amiga specialists, you will experience an after sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists. Return the coupon 
below for our current information pack, which will give details of 
the Silica service and the very latest Silica Amiga offers. e&oe. 


FREE! - ART OF CHESS - by SPA 


FREE! - MERCENARY COMP - by Novagen 


FREE! - BARBARIAN, ULT WARRIOR - by Palace FREE! - TERRORPODS - by Psygnosis 


FREE! - IKARI WARRIORS - by Elite 


FREE! - WIZBALL - by Ocean 


FREE!- BUGGY BOY - by Elite 


FREE! - THUNDERCATS - by Elite 


FREE! - AMEGAS - by 


FREE! - INSANITY FIGHT - by Microdeal 


WHY SILICA SHOP? 


Before you decide when to buy your new Commodore Amiga computer, 
we suggest you consider very carefully WHERE you buy it. There are 
MANY companies who can offer you a computer, a few peripherals and 
the top ten selling titles. There are FEWER companies who can offer a 
wide range of products for your computer as well as expert advice and 
help when you need it. There is ONLY ONE company who can provide 
the largest range of Amiga related products in the UK, a full time Amiga 
specialist technical helpline and in-depth after sales support, including 
free newsletters and brochures delivered to your door for as long as you 
require after you purchase your computer. That one company is Silica 
Shop. We have been established in the home computer field for ten years 
and can now claim to meet our customers requirements with an accuracy 
and understanding which is second to none. Here are just some of the 
things we can offer you: 

THE FULL STOCK RANGE: The largest range of Amiga 
related peripherals, accessories, books and software in the UK. 

AFTER SALES SUPPORT: The staff at Silica Shop are 
dedicated to help you to get the best from your Amiga. 

FREE NEWSLETTERS: Mailed direct to your home as 
soon as we print them, featuring offers and latest releases. 

FREE OVERNIGHT DELIVERY: On all hardware orders 
shipped to Silica Shop customers within the UK mainland. 

PRICE MATCH PROMISE: We will normally match our 
competitors offers on a ‘same product same price’ basis. 

FREE TECHNICAL HELPLINE: Full time team of Amiga 
technical experts to help you with your technical queries. 

But don’t just take our word for it. Complete and return the 
coupon below for our latest Amiga literature and begin to 
experience the Silica Shop specialist Amiga service. 


PHOTON PAIHT PACK 


A500 Computer 

£399.99 

TV Modulator 

£24.99 

Photon Paint 

£69.95 

TenStar Pack 

£229.50 

TOTAL RRP: 

£724.43 

LESS DISCOUNT: 

£325.43 

PACK PRICE D: 

£399 

I1084S MONITOR 

pIckI 

A500 Computer 

£399.99 

1084S Colour Monitor 

£299.99 

Photon Paint 

£69.95 

TenStar Pack 

£229.50 

TOTAL RRP: 

£999.43 

LESS DISCOUNT: 

£350.43 


PACK PRICE va? ■ £649 


SILICA 


\Men you buy the Amiga 500 from Silica Shop, you will not only 
get a high power, value for money computer, we will also give 
you some spectacular free gifts. First of all, we are now including 
a TV modulator with every A500 stand alone keyboard, so you 
can plug your Amiga straight into your TV at home (the 
modulator is not included with the A500+A1084S pack as it is not 
required for use with monitors). Secondly, we have added a free 
copy of Photon Paint, an advanced graphics package with ari 
RRP of £69.95. Last (and by no means least!), so that you can be 
up and running straight away, we are giving away the sensational 
TENSTAR GAMES PACK with every A500 purchased at Silica 
Shop. This pack features ten top Amiga titles which have a 
combined RRP of nearly £230! Return the coupon for details. 


E3UEMIIIM1 


make sure you get the best 
deal possible. That is why we 
are giving away the TENSTAR 
GAMES PACK wofth nearly 
£230, absolutely FREE with 
every A500 purchased from us. 
The TenStar Games Pack inc¬ 
ludes ten titles for the A500, 
each individually packaged in 
its own casing with instructions. 


Amegas 

£14.95 

Art Of Chess 

£24.95 

Barbarian, Ult Warrior 

£19.95 

Buggy Boy 

£24.95 

Ikari Warriors 

£24.95 

Insanity Fight 

£24.95 

Mercenary Comp 

£19.95 

Terrorpods 

£24.95 

Thundercats 

£24.95 

Wizball 

£24.95 

>: £229.50 

£229.50 

INC VAT 


YOU OWN AN AMIGA? 


If you already own an Amiga computer and would like to be registered on our mailing list as an 
Amiga user, let us know. We will be pleased to send you copies of our price lists and newsletters 
FREE OF CHARGE as they become available. Complete the coupon and return it to our Sidcup 
branch and begin experiencing a specialist Amiga service that is second to none. 


SILICA SHOP: 


SIDCUP (& Mail Order) 01-309 1111 

1-4 The Mews, Hather/ey Road, Sidcup, Kent, DAI4 4DX 
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 


LONDON 01-580 4000 

52 Tottenham Court Road, London, W1P OBA 
OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT: NONE 


LONDON 01-629 1234 ext 3914 

Selfridges (1st floor), Oxford Street, London, W1A 1AB 
. OPEN: MON-SAT 9am - 6.00pm LATE NIGHT: THURSDAY 9am - 8pm ^ 


(— 

| PLE 


To: Silica Shop Ltd., Dept CCI2/90,1 -4 The Mews, Hatherley Road, Sidcup, Kent DAI 4 4DX 

PLEASE SEND ME FREE LITERATURE ON THE AMIGA 


IlGA^ 


Mr/Mrs/Ms: Initials: 


Surname: 


Address: 



Postcode: 


Do you already own a computer 
•If so, which one do you own? 


J 














































































































































INTERNATIONAL 



Quite simply the best football 
simulation available for the 
Nothing short of superb. 

ZZAP 64 


AVAILABLE NOW FOR 
COMMODORE 64 
£9.95 tape £12.95 disk 

Spectrum & Amstrad available now 


Audiogenic Software Limited, Winchester House, 
Canning Road, Harrow HA3 7SJ, England 


Order by phone on 01 861 1166 


WINNER OF CCI OSKARS FOR 
BEST SPORTS SIMULATION 
AND BEST GAME OF THE YEAR! 





























